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WARNING! 


THIS IS YOUR LAST ISSUE! 


It's sad, but true! If you're currently an NF Magazine subscriber - either 
because you pledged during last year's Kickstarter or because you made a 
purchase later through NFMagazine.com - your subscription is concluding 
with this issue. Even if you just bought a bundle of issues a couple of months 
ago, everyone's end date is this issue, #19! 


So it's time to renew! If you'd like to continue getting new issues of NF 
Magazine delivered through the rest of 2016 and beyond, it's time for you to 
take action now and let us know that you're going to stay on this journey with 
us. New subscriptions and renewals for existing subscribers are now available 
at our all-new subscriptions page: 


Patreon.com/NintendoForce 


Yes, rather than running a third Kickstarter campaign to fund just one more 
year's worth of new issues, we've decided to make the jump over to Patreon to 
declare that we are in this for the long haul. If you're not familiar with Patreon, 
it’s similar to Kickstarter in many ways - chiefly because it helps creators 
create cool stuff with the financial support of crowdfunding. But Patreon's 
more geared toward creators who have ongoing projects, like a YouTuber who 
makes new videos on a regular basis, or a podcaster who records and pub- 
lishes new episodes of a show every week. 


So it makes sense for the Nintendo Force team to make the transition there, 
since we're producing an all-new NF Magazine issue for you guys every two 
months! With Kickstarter, we had to break up subscriptions into one-year 
blocks, which worked OK if you were subscribing at the beginning of the year, 
but was confusing for people who came along later, in June or August or 
October. With Patreon, new subscribers will be able to jump in any time. 


TIME TO RENEW! 


SUBSCRIPTIONS NOW ON 


MAGAZINE 


ootreon 


There are other little benefits to being on Patreon too, like being able to 
change your mailing address directly through your Patreon account. If you 
moved to a new place and needed your magazines to follow you, you couldn't 
update your address through Kickstarter - you had to send us an email, then 
we had to go into the database and swap things out for you manually. With 
Patreon, it's just easier. 


N= 


You need to move fast! The Patreon page doesn’t have a built-in countdown 
timer like the Kickstarter campaign pages did, but you're still on the clock 
regardless - because if you don’t renew your subscription by pledging 
through Patreon before March 7, you won't get Issue #20! You won't want 
to miss it, either — seeing as how it's going to be our milestone 20th issue, 
we're going to make it extra special, and Zelda fans in particular will want to 
keep it as a memento for its massive celebration of The Legend of Zelda's 30th 
anniversary! Issue #20 will be a Patreon subscriber exclusive for at least one 
full year - meaning we won't offer it for sale separately through the website 
store at NFMagazine.com. So don't miss your chance to keep your collection 
growing without any gaps! 


Lastly, how does an extra issue this year sound to you guys? Maybe you've 
already noticed, but we've been publishing each new issue slightly faster than 
every two months - meaning we're on pace to have seven issues this year 
instead of just six! There's no way you want to miss out, so renew right away! 


BACK ISSUE BUNDLES 


Renewals and new subscriptions may be shifting over to Patreon, but 
that doesn’t mean the website storefront is going out of business. Far 
from it! Since we’ve been publishing NF Magazine for over three full 
years now, we’ve got plenty of back issue buying options available there 
that should be especially interesting to any newer fans out there who 
may have missed our first couple of years. 


As 2016 begins, we plan to reorganize some of our buying options to 
create different back issue bundles for you all to consider, so keep an 
eye out for those! Not every issue still has stock remaining from its 
Original print run, but we can always produce new physical copies of 
those issues through print-on-demand - it’s more expensive, but anyone 
who absolutely wants to own the entire NF collection in print can do so! 


NFMagazine.com/Shop 
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DAZED BY DELAYS 


If you’ve been a Nintendo fan for any length of time 
at all, you’ve certainly seen someone share Shigeru 
Miyamoto’s famous quote on game delays: "A 
delayed game is eventually good; a bad game is bad 
forever." I’ve never really cared for the statement 
myself, as | feel like it must have been mistrans- 
lated or misunderstood - at least the first half of it. 
Just because a game gets its release date bumped 
back doesn't mean its quality is guaranteed when it 
finally does go on sale, you know? 

That said, I'm fully on board with the second part 
of the sentiment - even in this age of post-release 
patches that can address some of a bad game's 
problems after it's already in the hands of the fans, 
the damage is always done on Day 1. It's bad 
forever when fans perceive it to be so at launch. 

In this first issue of NF Magazine for 2016, we're 
turning our attention to the topic of game delays, 
but focusing on the positive side of the equation - 
games that got bumped back, yes, but benefited 
from the extra development time and ended up 
being truly worth the wait in the end. Our central 
feature looks back on 20 or so different titles from 
throughout Nintendo's history that missed their 
announced release dates or endured painfully 
lengthy localization processes - or just never came 
out at all in some regions, forcing fans to have to 
wait for a re-release on a later platform. And yet all 
of them became true classics when they finally did 
manage to show up on a retail store shelf! 

The reason we wanted to tackle this topic now, at 
the beginning of 2016, is that several of the games 
we're looking forward to this year were games first 
meant to be out before 2015 ended! There's Mighty 
No. 9 (adorning our cover), The Legend of Zelda for 
Wii U, Star Fox Zero and more coming in the 
months ahead that we'd hoped to have 
been playing already. But now our 
hope, of course, is that they'll 
be worth the wait! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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ISSUE #18: 
NOVEMBER/ 
DECEMBER 2015 
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Personally, my Game of the Year is 
Splatoon. It’s been a decade since 
Nintendo’s last new IP came out: 
Pikmin. One thing | love about Splatoon 
is that | enjoyed the story even more 
than the online. | mean, it's a shooter - 
it's all about the online and no one 
really cares about the story - but 
Splatoon's story, in my opinion, is its 
best mode. (My only complaint is that 
the story is short, but that's normal for 
shooters.) And the final reason why 
Splatoon is my Game of the Year? The 
ending! It's amazing when the Squid 
Sisters break out and start singing - 
that was awesome! So that's why 
Splatoon is my Game of the Year! - IAN 
DURAN 

Bit of a mild spoiler about the ending 
there, but it should come as no 
surprise to anyone at all familiar 
with Splatoon that Callie and Marie 
have a song at the end. The Squid 
Sisters are famous singers, after all! 


Love the yarn aesthetic in Yoshi's Woolly 
World. What really pushed it over the 
top was actually a relatively minor 
detail: When you zoom in close to the 
Yarn Yoshi characters, you can actually 
see the wool fuzz on the yarn. Such 
attention to detail is why Yoshi's Woolly 
World gets my vote for Best Graphics. 

- REN ROC 


As much as I loved the yarn visuals of 
Yoshi's Wooly World, | feel like I’ve 
already seen it before in Kirby's Epic 
Yarn. The graphics in Kirby and the 
Rainbow Curse were stunning to say the 
least. The bright colors and the whole 


Our final issue of 2015 turned its 
gaze to the stars, celebrating the 
video games that have let us vir- 
tually explore the untamed wilds 
of outer space - including the 
wilds of the planet Mira, featured 
in the new Xenoblade Chronicles 
X. (It’s a sensational adventure, 
by the way - we've got our full 
review ready for you on Page 72 
this time.) As Issue #18 shut the 
door on another calendar year, it 
also marked the time to consider 
which games should be named 
as the Best of 2015! We asked for 
your votes in the Player's Poll 
last time, and several of you 
wrote in with your responses: 


world seemingly being made out of clay 
was something I’ve never seen before, 
and it was visually amazing! - DANIEL 
YOON 


Best Player vs. Player: Super Mario 
Maker. We've all been defeated by a 
number of cruel levelsmiths, but keep 
coming back for more. Who can make 
the most insane auto-play level? The 
best hidden secrets? The most clever 
homages to other games and stories? 
Everybody wins except for all those 
poor, dead Marios. - OWEN 
SWERKSTROM 


Best Play Control: Splatoon. Splatoon is 
a game that uses the motion controls on 
the GamePad better than all others. For 
some people the motion control is hard 
to get used to, but once you get the 
hang of it you completely forget you're 
using it. Even without motion control, 
turning into squid form and aiming your 
weapons both control great. | person- 
ally set the analog and motion sensitiv- 
ity to the max! - AMY KING 


Best Sound: Code Name: S.T.E.A.M. Well, 
truthfully, I'd actually call it a tie 
between Code Name: S.T.E.A.M. and 
Xenoblade Chronicles X. From the char- 
acter themes to the menacing techno 
beats of the alien turns, to the surpris- 
ingly extensive (and expensive, seri- 
ously, Adam Baldwin and Wil Wheaton 
have got to be the biggest English 
names ever attached to a Nintendo 
game) voice acting, all create one of the 
best sounding non-AlphaDream first- 
party games ever. Xenoblade Chronicles 
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X, meanwhile, has Black Tar, which has the greatest 
opening delivery of any rap song ever and single- 
handedly rationalizes the existence of the genre for 
me. Plus, Nintendo brought Adam Howden and 
Carina Reeves back in so we could all really feel it 
once again! - ZACHARY CZARNECKI 

The voice acting was strong in 2015 for sure! 


Best Theme & Fun: Yoshi's Woolly World. The theme 
of this game is just beautiful. The whole game 
makes you feel like you're in a craft room in some 
sort of play, and the little details Nintendo put into 
capturing that feeling are all wonderful - down to 
spools laying in the background, strings hanging off 
clouds or even Yoshi's tongue being made of yarn! It 
is so fun and such a perfect layout, you couldn't 
have asked for anything better! - JOHN 
KNUDSEN 


My vote for the Best Player vs. Player has to be 
Super Smash Bros. for the Wii U and 3DS. I feel like 
nothing beats that competitive and fun feeling of 
smashing your opponent off the stage as your 
favorite Nintendo character. - RYLAN H. 

The issue Rylan brings up here might be worth 
some extra consideration and debate, because 
while both of the newest Smash games launched 
in late 2014 and would therefore not usually 
qualify for 2015 awards, the extra DLC fighters 
and stages did arrive in the right timespan. And 
Splatoon, Super Mario Maker, Mario Kart 8 and 
Hyrule Warriors all got new downloadable 
content throughout 2015 as well... perhaps if 
this trend continues, we'll need to add a "Best 
DLC" category to the 2016 awards this time next 
year! 


Best Challenge: The Legend of Zelda: Tri Force 
Heroes, because the difficulty comes from your 
teammates, not the levels themselves. - CHELSEA 
PAYNE 


Hello again, excellent editors of NF Magazine! My name is Eric; back in 
Issue #9 you printed a photo of my son holding a Mario Kart picture | 
cross-stitched. My cross-stitching resumed in 2015, this time focusing on 
my favorite video game series of all time: Mega Man. My children have 
recently discovered the joy of playing Mega Man games, and conse- 
quently asked me to make it my next project. Two of my daughters, 
hoping for their own 15 seconds of fame, asked if | could send this 
picture in for possible publication in your magazine. If you could be so 
kind as to publish it, we would once again be forever grateful. 
Regardless, thank you for continuing to produce an outstanding 
magazine that my entire family enjoys - we will support you for as long 
as you exist! - ERIC, AMELIA & AVA MILLER 

Perfect timing again, Eric! Last time around it was our Father's 
Day-themed issue, so your artwork made as a Dad for your son 
Owen was more than appropriate to print. This time around, we've 
got Mega Man's spiritual successor on the cover, so well done again! 


Best Theme & Fun: Super Mario Maker. It fills a niche 
not often seen on Nintendo consoles: user-created 
content. Other games, like Super Smash Bros. or 
Animal Crossing: New Leaf and Happy Home 
Designer, have had areas for players to exercise 
their creativity, but nothing of this magnitude. Super 
Mario Maker is Nintendo's LittleBigPlanet, or Forge 
Mode. While | personally never partook in this 
activity, I’ve read accounts of dozens of fans who 
used to sketch out levels on graph paper or in the 
margins of school work . . . who then got to bring 
their work to life in Super Mario Maker. One of the 
first levels I played in Mario Maker was titled "22 
Years in the Making," and the man who posted it 
also had put photos of his grade school graph paper 
designs online. If that's not fun, | don't know what is! 
But at the end of the day, it's just incredibly 
charming to have infinite Mario levels available on 
demand - plus fly swatting, amiibo costumes . . . it's 
just one huge thematic package! - JASON HUNT 


| personally have some pretty strong and peculiar 
thoughts on Game of the Year awards: | believe that 
no one game should sweep or mostly sweep the 
contest. Obviously, the Game of the Year would be 
the most (or more) likely to have the best sound, 
best gameplay, etc. I’m more interested in seeing a 
diverse spread across all categories, with the Game 
of the Year having the best average, but other 
games have greater points in their given area. To me 
this adds fun to the challenge, because you really 
have to think about your votes rather than just 
picking your one favorite game for every category. 
- MARK FOX 

I think you'll be pleased with our final picks, 
then, Mark! I'm right there with you, thinking 
the awards should represent the diversity of 
2015 and honor different games across the 
board. So flip over to Page 49 now to see if 

you agree with our selections! And thanks to 
everyone for all the votes that were sent in! 


DON'T ANGER 


THE OX 


Dear The Ox, 

Here's a debate in the 
form of a simple question: 
Which version of Fire Emblem Fates has 
the better plot and gameplay? Do you want to 
fight for Hoshido or Nohr? Will you use swords or 
katanas? Or will you play it at all? (In my opinion, 
| will choose Conquest due to the plot.) 

- FIREEMBLEMFAN 

Wow, that's a tough one. Ideally, I'd love to go 
through both of them, but I think that might 
wind up being a pretty tall order. PII probably 
want to go with Birthright, since that's more 
traditional. Then again, Conquest seems more 
streamlined and shakes things up a little in 
the process... 

Argh! Why must I choose?! Why can't there 
be a third choice so I don't have to pick sides?! 

Oh, wait — there is! Maybe I should just go 
with Revelation? 

... but they say you should play that one 
last. ARGH!!! 


If you're at all a fan of 
professional wrestling, 
you probably just freaked 
out a bit when you 
flipped onto this page. 
Yes, that's none other 
than WWE Superstar 
Xavier Woods striking a 
pose with our Mr. Iwata 
issue! Our own Rebecca 
Rudeen is pictured there 
along with him, as she 
ran into him during a trip 
to Game Underground in 
Natick, Massachusetts (a 
great game shop to visit 
if you're in the area). If 
you're not familiar with 
Xavier, he's a wrestler 
who wears his love of 
gaming like a badge of 
honor, so much so that 
it's a part of his in-ring 
persona as part of The 
New Day, the current Tag 
Team Champions! He also 
runs a YouTube channel 
called UpUpDownDown. 
Check it out! 


THE PLAYER'S POLL , 


E 


As everyone knows, our Player's Polls always fuel what's printed in our next Inbox 
- and when you get Issue 420 in your mailbox, you'll see it's packed with Zelda- 
related content! Let's have some Zelda-related questions then, shall we? 


Should "The Legend of Assuming more Zelda The Legend of Zelda, as a 
Zelda for Wii U" stay on series amiibo are coming, series, is now 30 years 
Wii U, or move to the NX which characters should old. Which one of its 
instead? Or should it be get one? And how should many sequels is your all- 
on both platforms? they function in-game? time favorite, and why? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #19" - this time, one reader whose answers are 
8 picked for print will win a copy of the brand-new Hyrule Warriors Legends! 


COMIC BREAK 


Eagleland. 


A bee | am... not... Oh, but this is the 

I'm from 10 years European release. 
in the future. It finally came out 
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ONE LAST 
SURPRISE 


After being counted out by thousands of 
speculators, Bayonetta magically appears 
as the final Super Smash Bros. newcomer! 


THE RESULTS ARE in! Millions of votes were 
cast in the Smash Bros. Fighter Ballot as fans 
around the world pleaded with Nintendo to add 
their favorite characters to the playable Super 
Smash Bros. roster, and the final result of the 
massive poll is not what anyone predicted. (Not 
anyone here on the NF staff, at least.) We were 
pulling for the likes of Waluigi, Ridley, Shovel 
Knight and King K. Rool, so imagine our surprise 
when Nintendo announced the #1 vote getter 
overall ended up being none other than 
Bayonetta! 

Well, #1 among European fans, according to 
Mr. Sakurai. And in the Top 5 in the United States. 
Clearly, we were remiss in not considering her to 
be a strong possibility, because Bayonetta is 
being added to Super Smash Bros. for Nintendo 
3DS and Wii U as the final DLC character. 

No shock could ever trump the reveal of Cloud 
Strife from a few months ago, but Bayonetta 
getting the call up is still a true surprise. She'd 
been thought of as disqualified by many specula- 
tors thanks to, well, who she is - a very adult- 
oriented character hailing from an M-rated action 
series (and whose suite of attacks in those games 
often end up causing her to shed most of her 
clothing). Translating her faithfully to the family- 
friendly Smash seemed impossible. 

But Mr. Sakurai's team was up to the task! 
Bayonetta's personality and sensuality are 
somehow still intact in her Smash Bros. depic- 
tion, and her moveset perfectly captures the 
spirit of the abilities she uses in her own games. 
First up, she's got four different guns - one in 
each hand, and two more strapped to her feet. 
They help her to set up combo attacks, which she 
then strings together with high-flying kicks in 
mid-air. When she wants to pack a stronger 
punch, she summons massive demonic limbs to 
appear out of thin air and bash or stomp her 
opponents - one of which is especially effective 
for foes trying to recover with a ledge-grab. 

Bayonetta's most intriguing move, though, is 
her Witch Time. With it, she can cause time itself 
to be slowed down for fighters who stray too 
close to her and become affected by her dark 
magic. The wickedly cool witch can then take 
advantage of their temporary sluggishness, as 
she stays moving at normal speed. 

Accompanying Bayonetta into Smash will be a 
new stage based on the iconic falling clock tower 
sequence from her first game. You'll be able to 
buy them both in February! - LUCAS 
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| expected Snake, but 
when Kirby absorbs 
Bayo's power he looks just 
like Hideo Kojima, so it's 
like a two-for-one cross- 


over. - JONATHAN 


Hopefully this paves the way 
for Bayonetta 3! With the 
overwhelming voter demand 
and crazy attention to detail in 
the trailer, | think we have a 


good chance. - CHRIS 
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Bayonetta? In Smash? 
Now that's what | call 
a hairy situation! 


- DAVID 
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SECOND-TO-LAST SURPRISE 


Fire Emblem Fates’ Corrin leaps into Smash as well. 


WHILE HUNDREDS OF thousands of Fighter Ballot voters apparently wrote in Bayonetta’s 
name, it’s hard to imagine many votes were cast for this new DLC character: Corrin from Fire 
Emblem Fates (who was revealed to be joining the cast just before Bayonetta’s announcement). 
It’s not that Corrin's a bad choice, but just an unknown - seeing as Fire Emblem Fates isn’t out 
yet in territories other than Japan. It's hard to get hyped for a character you've never met! 

Japan's fans are already well aware of Corrin, of course, and the situation mirrors the inclu- 
sion of Marth and Roy back in Super Smash Bros. Melee, in a way - being a Fire Emblem fran- 
chise fighter who is unknown to English-speaking gamers at first, but who might end up driving 
new interest in the Fire Emblem series just by appearing in Smash. 

Or, probably more likely, Smash fans will just get angry that the Fire Emblem series now has 
six different characters playable, while poor franchises like Donkey Kong and Metroid languish 
with two apiece. 

Corrin is at least wholly unique among the Fire Emblem fighters, though, bringing to the 
table some interesting transformation mechanics we've never seen before. Corrin can shape- 
shift into a dragon, you see, to unleash huge, torrential blasts of water and wash enemies away 
- or else just selectively shift individual body parts into dragon form for quicker strikes. One of 
these strikes manifests as a long, spear-shaped arm transformation that can skewer foes or 
items on the battlefield, forcing them to stay stuck in place. The Fire Emblem games have a 
long history of featuring characters who can shapeshift into dragons or other beasts in this 
way, so it's neat to see that aspect of the series represented in Super Smash Bros. 

Like Robin and the Wii Fit Trainer, Corrin has the option to appear in either a male or female 
form while fighting, reflecting the gender selection that will greet you when you first start 
playing Fire Emblem Fates. The male Corrin is the one who will be represented by the charac- 
ter's upcoming amiibo figure, though. 


l'm alittle confused by this selection, but also excited to 
get to know someone entirely new — it was the relatively 


unknown Shulk joining the Smash cast that got me re- 
interested in Xenoblade Chronicles, after all, and now 
that's one of my favorite games of all time! - LUCAS 


TIME TO REMODEL 
The Nintendo World Store is no more. 


YES, IT'S TRUE - Nintendo's flagship brick-and-mortar shop in 
New York City has shut its doors. But not to worry! The closure is 
only temporary, as the Big N is giving the Nintendo World Store a 
big makeover, remodeling it to become the newly renamed 
"Nintendo NY." 

Hmm, | wonder if the Nintendo NX will be sold at Nintendo NY? 

There seem to be no plans to leap too quickly into the future of 
Nintendo hardware there, though, according to Nintendo's PR 
about the remodel - all-new Wii U and Nintendo 3DS demo units 
will be among the highlights when the store reopens on February 
19, along with a massive, 15-foot central screen that will surely 
always be locked into showcasing each new upcoming hit. (Even 
though the contractor's concept art has 2011's The Legend of 
Zelda: Skyward Sword in that position. Their artist must be 
running a few years behind.) 

Most interesting about this remodeling project isn't the array 
of new features that New York City customers will get to enjoy, 
though, but rather the strong implication behind the rebranded 
name, "Nintendo NY." To me, removing the "World" monicker and 
replacing it with a title meant to encompass only the Big Apple 
suggests that the company may be planning to open new stores, 
in new cities. Don't you think so too? If there's a Nintendo NY, 
you'd naturally assume that there'd be a Nintendo LA. Or a 
Nintendo Chicago. Or a Nintendo Cheboygan! 

OK, maybe not that last one. 

We'll keep our eyes peeled for any future announcements 
along those lines, but in the meanwhile, it seems there's renewed 
reason for Nintendo fans to visit New York, New York! 


| hope no Nintendo fans were planning to make 
a pilgrimage to finally visit the World Store in 
late January or early February... somewhere 
out there, somebody's got a non-refundable 


plane ticket and a headache. - LUCAS 
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COLECIOKS CORNER 


PRICEY PIKACHU 


...and other plush-related updates. 


STEIFF, A PREMIER plush-producing company in Germany, 
has acquired the license to Pikachu and has created a high- 
end mohair plush for the furry little guy. The plush is around 
$435 to own and is limited to 1,000 handmade pieces. 

If you'd prefer a more affordable Pikachu plush, head over 
to the nearest Build-a-Bear Workshop - where you can create 
your own Pikachu plush and even dress him up in Charizard or 
Poké Ball hoodies (though the Charizard is a web exclusive). 

If you like bears, perhaps you'd like one with wings and an 
antenna? A pair of new Moogle plushes from Taito are coming 
in April. Both are around 12 inches tall. Square Enix is also 
releasing a new chibi version Sephiroth in March for those of 
you exploring Cloud's backstory after playing as him in Smash. 

From the same creators of the Paper Mario: Sticker Star 
cushions come some cushions from Yoshi's Woolly World. Two 
varieties include a green Yoshi and a green Yoshi with wings 
(for that Mellow Mode feel). Both are textured to appear cro- 
cheted and are only available in Japan. 

We covered several Splatoon plushes in the last issue, but 
four new Inkling squids in green, blue, orange and purple 
flavors have been released in prize catchers in Japan, and they 
have a shiny material that really works to sell the whole squid 
motif. These four new plushes come from Japan Auto Toy, but 
Judd and a fuzzier green Inkling plush will also be released in 
February from San-ei to further that series of plushes intro- 
duced in the last issue. When looking for these plushes, be 
sure you aren't purchasing fakes, as several counterfeits have 
started to appear in Japan! 

Ensky has created a Kirby plush hat that looks as though 
it's straight out of the Mii Plaza, won from Find Mii. The well- 
built plush Kirby sits on your head in the cutest way possible. 
Kirby can become your cap in February, after importing from 
Japan and spending around $30. 

We don't have enough room to show them all here, but 
pictures of these plushes can be seen at videogamemm.com! 


THE LATEST FROM THE X SERIES 
re 3 Both Zero and X get new... wait, who's “X-Kai?” 


MEGA MAN KEEPS getting the merchandise love, as First 4 Figures has now produced a Zero 
statue (and an exclusive variant). The regular is limited to 1,000 pieces worldwide and will ring up 
at $259.99, whereas the exclusive will only have 200 pieces and cost $40 more, which translates 
into light-up features. Both statues come with interchangeable Z-Buster and Z-Saber pieces. Both 
pieces stand over 17 inches tall and will arrive in Q3 this year. 

Sheil Meanwhile, TruForce Collectibles has created a new, highly poseable Mega Man X-inspired 
x € ; figure. Its production was funded through a Kickstarter campaign held one year ago, and the 
response was so positive that nearly $300,000 was raised by almost 2,000 backers anxious to 
bring the figure to life. There are currently four color variants: the original Kickstarter blue 
version; two exclusive-to-Kickstarter versions including "test armor" orange and silver; and then a 
black-and-gold variant that's actually being marketed as a new character named "X-Kai." He's 
described as X's evil counterpart, created during the rise of the X-Hunters. Mysterious! 


Russ „ua... he 
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Collector’s Corner is compiled by Brett Martin, the world record holder 


for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 


The Video Game Memorabilia Museum, at videogamemm.com 


BILL & LANCE, BACK IN ACTION 


NECA revives Contra’s classic run-and-gun duo. 


THE ARTISTS AT NECA specialize in taking beloved games from long ago, tapping directly 
into their nostalgia and creating great merchandise for them - and they've now taken aim 
at Konami's NES classic Contra. Bill Rizer and Lance Bean action figures will be a real thing 
sometime in late April! This isn't the first time NECA's team has dipped into the NES library 
for inspiration, as they've previously released faithful recreations of Jason from Friday the 
13th's NES outing and a Sunsoft-styled NES Batman. Bill and Lance will be less purple, and 
will actually feature their pixelated camo pants. Perhaps the best part is the accessories 
that will be included to gear up the alien-hunting pair — blast effects for their weapons will 
be included, and a power-up capsule will come with a clear stand to recreate that floating 
effect we see in the game. The box pictured really completes the look, but isn't final. (The 
press release says it will be a window box package that will attempt to recreate the cover 
art with the figures themselves, but we may see the original art on the side or back.) 


Ties 
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ITS AN N-DOROID! (A Nendoroid of N) 


BACK IN NOVEMBER of last year, the Good Smile Company quietly released Pokemon 
Black & White’s mysterious trainer N and his Reshiram to PokemonCenter.com. He comes 
with two expressions: a joyful smile and a grumpy battle face. He also needs a Poké Ball if 
he’s going to run around catching Pokemon, and Good Smile has you covered there too! 
The legendary Reshiram is also ready for posing, but isn’t very articulated. The pair may 
be a bit hard to find if the Pokémon Center stock sells out, as they've already disappeared 
from most import shops - but there's always a way to snag one with a little searching. His 
release price is $49.99 (which is sadly a single penny shy of triggering free shipping). 


LE - 


‘amiibo: 
UPDATE 


EACH TIME I think that we're close to having the Smash 
Bros. amiibo series completed, they release more DLC 
characters! Now that we finally know the final roster, 
though, we can at last stop extending our checklists for 
this series. Cloud, Corrin and Bayonetta will all receive 
amiibo to round out the finished 58-character roster, but 
dates have not been announced for when those three will 
hit store shelves yet. (Ryu and Roy have been given a 
release date of March 18, so we know the new three will 
arrive sometime after that.) Lucas is out in Japan already, 
and he'll arrive on January 22 in North America. 

Speaking of January 22, a mess of new Animal Crossing 
cards will appear on that date too, alongside the amiibo 
figures for Mr. Resetti, Blathers, Celeste and Kicks - which 
means those four will become newly playable in Animal 
Crossing: amiibo Festival that day, if you tap them in! 

The Shovel Knight amiibo may already be in your hands 
as you read this, as its North American launch happened 
in early January. At this very moment, you could be coop- 
eratively playing a new Challenge level with a friend after 
scanning in the powerfully plastic Blue Burrower! 

On February 23, the Gold Mega Man will be released in 
the 3DS version of Mega Man Legacy Collection. It will be 
great to take Gold Mario (who only just came out in Japan 
in mid-December) and battle Gold Mega Man! The Wolf 
Link & Midna amiibo releasing with the HD version of The 
Legend of Zelda: Twilight Princess will come March 4, and 
we've got some more in-depth thoughts on what that 
might mean a little later on in our Previews section! 

Also over in Previews, you can get some details on the 
newest version of the Pokémon series' menacing Mewtwo 
- the new "Shadow Mewtwo," who'll be making his debut 
in the upcoming Pokkén Tournament fighting game and be 
accessible as a playable character when you tap - of 
course - a Shadow Mewtwo amiibo card. 

And somewhere among all of these other releases, 
Nintendo's also planning to release the originally Japan- 
only Famicom-colored R.O.B. in other countries as well. 

Nintendo sold tens of millions of amiibo in 2015 as the 
collecting craze truly exploded. It'll be exciting to see how 
the brand fares in 2016! 
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Course Tag 


Current Tag BE: Remix Update 


SUPER MARIO MAKER’S EXPANSION CONTINUES 


New items, new courses, new costumes .. . and a new website! 


FOR A LITTLE while there, we 
weren't sure whether Super Mario 
Maker was going to get any extra 


downloadable content at all - silence though, they’ve been coming in fast! 
was Nintendo’s response to the As of this writing, the most recent 
subject up until, and even beyond, its major update added a trio of all-new 


course elements for Makers to use. It’s 
a little surprising, really - rather than 


add back some of the "missing" 


Getting new Mario 


Maker DLC is awesome! 
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retail launch date. Since the company 
pulled back the curtain and confirmed 
that new elements would be coming, 


with wholly original items. 


by shaking a Grinder. It’s similarly 
circular, but now the total opposite in ride causes the Fire Koopa Clown Car’s 
terms of its response to Mario’s touch fireballs to triple, with each button- 

- it'll simply bounce him off when he 
makes contact. (Like how the Grinder 
works when Yoshi hops on it.) 


features from older Mario games, the 
developers have instead decided to go 


to get through the first door and come 
out the second before the switch's 
power runs out. website. It allows you to browse 


levels got a big bonus in the form of 
Fire Koopa Clown Cars. These add a 
forward-firing fireball feature and 
some stylish flame graphics to the 
standard, smiling ride. The fireballs 
can take out enemies as small shots, 
or you can hold down the fire button 
to charge up a larger blast that has 


the power to break through hard 
blocks. And if you're feeling really 
First up is a new Bumper, accessed fiery, powering Mario up with a Fire 
Flower before you hop inside to take a 


press launching three at a time. 
In addition to those new items, 
many more Mystery Mushroom 


Next, P-Switch Doors. These are costumes have been added by way of 


doorways that initially appear only as Event Courses - Captain Toad, Birdo 
dotted lines, and remain invisible and and even a guest star Felyne from the 
unenterable until Mario activates a P- Monster Hunter franchise are now in 
Switch. Then, it's a race against time the mix. 


But the biggest update to the Mario 
Maker experience? The new Bookmark 
Lastly, fans of scrolling shooter through the entire community's worth 
of uploaded courses at your leisure 
through any Internet browser, marking 
levels that catch your attention. Later, 
when you turn on your Wii U and fire 
up Super Mario Maker again, those 
bookmarked stages will be there and 
waiting for you to jump in and play 
right away! Hooray for convenience! 


lm a little concerned about the overall skill level of 
Super Mario Maker players in general. Just look at the 
stats for my Metal Man course up there! Did | really 
make it so hard only 13.9675 can beat it? - LUCAS 


Unyeah... 


y choice for Smash 
mm didn't win the Ballot. 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


OUR THEME FOR this issue centers on having to wait for 
games, and our lead review in the Review section goes to a 
game that illustrates that: Mario & Luigi: Paper Jam, which was 
launched in Europe in December but won't go on sale in the 
States until just after we've published this issue. (Of course, it 
also illustrates the rare reversal of game delays too, as origi- 
nally it wasn't going to launch anywhere until Spring.) 


manra LIGI 
PAPER: IAM 


OUR ISSUE #19 cover game will kick off a strong 
crop of releases in the month of February, which is 
traditionally a slower time of year for new games. 
February 9 is when it’s planned to hit both store 
shelves and the eShop on Wii U. You can read more 
about the game in our final preview of it, beginning 
on Page 28. 


THE WEEK AFTER Beck makes his long-awaited debut on We 


FIRE EMBLEM] Cul U, another long-awaited 3DS release will arrive at last: the NJ 
$ Birthright different cartridge versions of Fire Emblem Fates. This payof Ne.. 
new Fire Emblem sequels weren't ever delayed in developmé 
/FIREEMBLEMPates per se, but the long wait for them has been due to the fact that 
Conquest localization just takes a long time with text-packed RPGs, andso ASE «7 
the task must've been multiplied by its multiple editions! S 


CAPCOM IS WELL aware that Mighty No. 9 is set 
to steal as much of Mega Man's thunder as it can, 
and so they're planning to ride its publicity not with 
an all-new Mega Man game (sadly), but probably 
the next best thing - a well-crafted collection of 
several of his past adventures. All six NES titles will 
be re-released in the 3DS collection on February 23. 


EGAMAN 
s 


AND THEN THE anniversary parties will begin! The original 
Red, Blue and Yellow versions of Pokémon will be brought back 
as 3DS Virtual Console titles on February 27 to celebrate the 
20th birthday of Pikachu's series, and less than a week later the 
30th anniversary of The Legend of Zelda will be recognized with 
the first of many Zelda launches this year: the HD remastering 
of The Legend of zelda: Twilight Princess. More on Page 31! 


Tilighe ;Brncess HD 


j 


NINTENDO'S BETTING THAT hardcore Zelda 
fans will only need about three weeks to run back 
through the new high-definition take on Hyrule in 


the remade Twilight Princess, because the series" 
next launch will be Hyrule Warriors Legends on 
March 25. Two new Zelda games within the same 
calendar month? It's beautiful madness! 


There are a lot of question marks up in the air about where 2016 will take 
Nintendo fans before the end of the year, but these first few months are 


mp 


"d TOS 


strong, stable and safe with names like Mega Man, Fire Emblem and The 
Legend of Zelda leading the charge. Enjoy these known quantities and 
get yourself mentally prepared for the curveballs to come! - LUCAS e 


& DLC! 


Upcoming add-on content. 


N INTENDO 
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WE'VE SEEN DLC support for the latest Smash 
sequels continue for over a year now, but things will 
finally wind down in February with the launch of the 

last batch of Mii Fighter costumes, plus Bayonetta and 
Corrin as the final new playable characters. 


LIKEWISE, THE LONG-RUNNING DLC 
support for Splatoon may also be coming 
to an end here at the beginning of 2016, 
as Nintendo's constant onslaught of 
totally free new maps and weapons is 
supposedly set to wrap up with one last 
new map release: an arena called 
Ancho-V Games that takes the turf wars 
into a video game development studio. 
How wonderfully meta! 
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DIGITALLY DELAYED 


Hey, what's taking so long? These are the eShop exclusives we're still waiting for. 


—— 00228 
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MONSTER TALE ULTIMATE 


THE WAIT CONTINUES for the upgraded 3DS version of Monster Tale, a 
criminally overlooked platformer originally released for Nintendo DS in 2011. 
You see, Monster Tale Ultimate was announced - here in NF Magazine last year, 
no less - with a planned Spring 2015 release date. That clearly didn't happen. 

But that's OK by us, especially as developer DreamRift plans on improving 
every part of the 2D Metroidvania game. Starring Ellie and her creature com- 
panion Chomp, Monster Tale Ultimate expertly mixes 2D platforming on the top 
screen with a virtual pet simulator on the bottom screen to create quite the 
unique experience. One of the only major criticisms thrown at the title in 2011 
was its overuse of backtracking, and the developers have said they're correct- 
ing that - perhaps that's been taking longer than expected? In any event, the 
word from the devs is that the release is coming very soon! - EVAN 
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MUTANT MUDDS SUPER 
CHALLENGE 


IT WAS IN our 2015-kickoff January/February issue at this same time last year 
that we were privileged to bring the world the exclusive reveal of the new 
Mutant Mudds Super Challenge, which, at the time, was planned to be a focused 
set of 40 mega-hard Mudds levels aimed at hardcore players. Renegade Kid's 
Jools Watsham told us to expect its release "in the next few months"... but 
we're still waiting! Why? According to Jools, "The scope of the game grew. Even 
though I would have preferred the game to have been released when originally 
planned, | am happy with the extra content we've added to the game and feel 
like it has blossomed into something that is much more than a mission pack, 
and more like a sequel, which is exciting." Sounds good to me! - LUCAS 


ARTWORK BY THOR THORVALDSON 
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HOLLOW KNIGHT 


ALSO IN OUR January/February edition one year ago, we took our first look 
at the insect-infested world of Hollow Knight — and it's only gotten more over- 
populated with predatory pests since then. Praying mantises, assassin bugs, 
cicadas that wear their old shed skin as an extra layer of armor - the rogues 
gallery trying to keep our hero from completing his quest is varied and huge. 
That variety in enemy types was the focus of the game’s most recent trailer, 
which was just shared by the developers, Team Cherry, a couple of months ago. 
Combined with their regular updates to the game’s Kickstarter campaign page 
on how progress is coming along, it seems like Hollow Knight has been making 
strong strides toward a final release date - though it has been subjected to a 
small delay, as it was originally meant to be out before the end of 2015. 

Said the team, the delay is "not something we wanted to happen, but we'd 
rather take the time and deliver you an excellent game than rush to deliver a 
lesser product. Please be patient with us and we apologize to all those eager to 
play the game that you aren't already doing so." - LUCAS 


w 


HYPER LIGHT DRIFTER 


AN APOLOGY’S IN order regarding this winning mashup of Zelda and Diablo, 
as we concluded our first preview of it in Issue #11 by promising follow-up 
coverage in Issue #12... which we didn't actually get around to. It’s been hard 
to keep Hyper Light Drifter at the forefront of our minds, really, because while 
it still looks stunning with its uniquely poetic pixelated characters and environ- 
ments, we just haven't gotten as many new looks at it over the past year as we 
would've liked - development's been delayed several times by several factors, 
including, unfortunately, trouble with creator Alex Preston's health. 

Said Preston, "Our game has taken a while (on all platforms) since we've 
been creating something rather large for a team of our size. As for the Wii U 
specifically, it's a much more difficult process than PS4 or Xbox since our native 
port options are restricted. We'll likely have to go through a port-house in order 
to get it on Wii U in 2016." 

The PC, Mac and Linux versions will ship first, and are set for Spring 2016 
right now. Once those are out, it should be easier to await the port! - LUCAS 
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HEART FORTH, ALICIA 


APPEARING ON THE page directly adjacent to Hyper Light Drifter in Issue 
#11 was another Kickstarted, pixel-styled adventure that’s taking longer to 
arrive than we'd hoped - the charming journey of a young witch named Alicia. 
Its first release estimate was May of last year, but as with so many other crowd- 
funded games that hit stretch goals to expand their scope, the estimate's had to 
shift back . . . and then back some more. 

Said creator Alonso Martin, "Our current target for a near-finished state 
points toward the second half of 2016. As you might imagine, scheduling a 
release is always tricky because development finish lines are known to move as 
you approach them, so we can't give you a more precise window quite yet." 

Helping to offset any disappointment from the delay are Alonso's in-depth, 
detailed blog posts breaking down exactly how much progress has been made 
in every part of the design process - it's a welcome degree of transparency. 
Through them, we've learned Alicia's gained new moves since the Kickstarter, 
like the ability to carry objects. (Seems simple, but it's cool!) - LUCAS 


A.N.N.E 


A.N.N.E HAS BEEN delayed so that its developers can figure out how to add a 
fourth period at the end of its name, because it's awkward to have an acronym 
ending with its final letter and not a piece of punctuation. 

No? That's just my preposterous wish? Oh, sorry then. Back to serious mode. 

A.N.N.E is the story of a robot named Number25 and his forbidden love for 
another robot, the titular A.N.N.E. The only problem? This would-be girlfriend 
bot has been disassembled; her parts scattered across a hostile ice world. It's 
up to you to take on a combination of platforming and shoot-'em-up challenges 
to track down her pieces and put her back together! 

Mo, the game's creator, first targeted a finished PC release by March 2014, 
which likely seemed doable when its Kickstarter launched, since that happened 
in April 2013. Nearly a year to finish it up? No problem! 

until problems hit, of course. Funding troubles and the scope of the game 
growing beyond what he could handle alone pushed it back - but he's now hired 
new help and confidently set a new, doable date: May 25, 2017. - LUCAS 
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HEX HEROES 


BACK IN OUR tenth issue covering July & August of 2014, the issue theme was 
"When Worlds Collide" - we were putting the spotlight on video game cross- 
overs, like Dynasty Warriors and The Legend of Zelda coming together to create 
Hyrule Warriors (which appeared on the cover). Tucked away inside was a brief 
mention of Hex Heroes, which we wanted to include because of its included 
guest list of playable crossover characters, like Shovel Knight, Max from Mutant 
Mudds and the Drifter from the also-still-unreleased Hyper Light Drifter. | 
figured we'd run a full preview of Hex Heroes a little later on, when more info 
arrived. It never did! (And then Runbow claimed the indie crossover crown.) 

Well, it's been a long time coming, but the developers at Prismatic Games 
seem to finally be nearing a release for the title, which they describe as "the 
world's first Party RTS," (or "Par-Tee-Ess"). Basically, it's real-time strategy 
fused with split-screen couch co-op, so you can try to out-strategize your pals in 
person instead of playing your 984th StarCraft match online against faceless 
opponents. The new release target is this Spring! - LUCAS 


FIRST FEATURED: NF MAGAZINE ISSUE #5 
SHANTAE: HALF-GENIE HERO 


THE FOURTH ENTRY in the Shantae series began development in 2013, 
fueled by the success of WayForward's first Kickstarter . . . a Kickstarter that 
pegged the game's target release date as being well over a year ago. 

"Unfortunately, there's no way to change the release date on the Kickstarter 
page," said Matt Bozon, Shantae's series director. "So it will forever say the 
game is releasing in October of 2014 (which I can safely say we've missed)!" 

The game "was funded to completion," he continued, "along with additional 
stretch goals which roughly doubled the game's scope - and as a side effect, its 
dev time too. Of course, more funding and content for players is an excellent 
thing! We're pushing hard every day, with work commencing on the final 
chapter and its boss. We're moving at a very fast pace, but are also taking the 
necessary time to put quality first. We really want the finished game to 
blow our backers away and make them proud!" 

From what we've seen so far, backers will be proud indeed, especially with 
the four new playable characters: Risky, Bolo, Sky and Rottytops! - LUCAS 
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SATURDAY MORNING RPG 


ORIGINALLY RELEASED FOR iOS in 2012, Saturday Morning RPG is a role- 
playing game that puts players into the bad guy-stomping boots of a boy named 
Marty (who happens to be a dead ringer for Spike Witwicky from the original 
Transformers cartoon) as he battles villains inspired by the likes of G.I. Joe, 
Masters of the Universe and other assorted shows from the 1980s. You take on 
enemies with a variety of "weapons" — everything from Scratch "n Sniff stickers 
to turning into a giant transforming robot/truck and running them down - with 
Paper Mario-styled inputs, all to a variety of Vince DiCola compositions. 

The game has since received new content and been ported to Mac, PC, Linux 
and even Ouya, but what happened to the Wii U version we last spoke about in 
Issue #9? Speaking with Mighty Rabbit Studios’ Josh Fairhurst, he assures us 
that it's still on the way, but is still going through Nintendo's approval process - 
one he notes is "pretty lengthy and in-depth" when compared to Sony, the other 
company they've submitted the game to. Though it's taken longer than planned, 
"I'd feel safe estimating a launch sometime before May 2016!" - DAVID 


FIRST FEATURED: NF MAGAZINE ISSUE #5 
A HAT IN TIME 


BACK WHEN WE first wrote about this Wind Waker-inspired new 3D plat- 
former, Nintendo's HD remake of Wind Waker itself hadn't even launched yet - 
that was two and a half years ago now. And, in the interim, another major 
Kickstarter project rose up that took one of this game's core gameplay 
promises — bringing back the "3D collectathon" approach of Rareware's Banjo- 
Kazooie - and ran much further with it, funding-wise. Can A Hat in Time make it 
out to market before the newer, even more Rare-ish Yooka-Laylee completely 
steals its thunder? 

It's hard to say. Mostly because the developers don't seem to be saying much 
of anything! The official A Hat in Time website blog has only been updated 
twice since last March, and we're nearing the two-year mark since the game's 
Alpha build went public. Even more concerning for Wii U fans is that a Nintendo 
console version seems to not be 10096 confirmed, so even if the final game 
does materialize relatively soon, it may very well just stay on Steam for PC 
players to enjoy. Come on, Hat Kid! We want you on Wii U! - LUCAS 


TWO BROTHERS 


IT WAS WAY back in the wake of E3 2013 when we first brought you all a look 
at a game called Two Brothers, spotlighted in part because of its nostalgic 
appeal to old-school Game Boy fans - its whole game world is rendered in the 
same four shades of Game Boy green seen on the screens of the portable's old 
original models. (That is, until you venture further into its quest and begin to 
restore true color to the world, playing as brothers Roy and Bivare Guarder.) 

Later that same year, Two Brothers launched on Steam for PC players to 
enjoy, and then at the following E3 in 2014, Nintendo highlighted its upcoming 
Wii U port among other top indie titles bound for the eShop . . . but that was 
over a year and a half ago now, and it still isn't on sale. 

The trouble in this case? Legal, apparently, as the developers at Ackk Studios 
paid another studio to handle the Wii U porting process while they moved on to 
begin development of their next game, and that hired help didn't get the job 
done. So Ackk's own team is back to work on it, and hopefully it'll be done soon, 
under its new name: Chromophore: The Two Brothers Director's Cut. - LUCAS 
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TREASURENAUTS 


WE'RE NEARING THE three-year mark for this one! Treasurenauts was one of 
the very first exclusive game reveals brought to you by the Nintendo Force, as 
its announcement headlined our Download section all the way back in our May/ 
June 2013 edition. At the time, it was positioned to be Renegade Kid's follow-up 
to Mutant Mudds - but a whole lot has happened since. Jools Watsham and his 
crew brought us the expanded Mutant Mudds Deluxe, revisited their first- 
person adventures Moon and Dementium for enhanced 3DS ports and even 
created the complete Xeodrifter project from start to finish as Rhode, Shuri and 
the rest of the treasure-obsessed ’Nauts slid further and further back to the 
back-est of back burners. 

But fear not, aspiring co-op gem collectors! This two-player quest for cash 
has shifted back into the forefront for Jools and his team. "We teamed up with 
Nighthawk in 2015 to focus our attention back onto the game and finish it up. 
There's still a fair amount of work left to do with the game, but it's progressing 
well. We aim to release the game in 2016." - LUCAS 


THE ODDWORLD PORTS 


ALSO BACK AT E3 2013, Nintendo fans were shocked by the unexpected 
announcement that the Oddworld series would finally be making an appearance 
on a Nintendo home console! Lorne Lanning and his fellows at Oddworld 
Inhabitants were hard at work on two different projects: a remake of the series’ 
1997 original adventure called Oddworld: New 'n' Tasty!, as well as an HD port 
of the 2005 Xbox shooter, Oddworld: Stranger's Wrath. Both, we reported in our 
fourth issue, were bound for Wii U by the end of 2013. 

Not so much! New ’n’ Tasty! ended up getting an overall delay, but then 
made its way to PS4 in mid-2014. Last year it expanded its audience by arriving 
on PC, Linux, Mac, Xbox One and PS3. Here in 2016? Wii U owners are still 
waiting. 

One now-old report suggested that having to accomodate for the 8GB Basic 
Wii U model was causing the porting team some trouble, but they reaffirmed in 
July last year that work on the Wii U version was still progressing. Here's hoping 
we'll see both New 'n' Tasty! and Stranger's Wrath HD before this E3. - LUCAS 


SUPER MEAT BOY 


WE CAN AGREE in hindsight that WiiWare was garbage, right? There may 
have been the odd gem now and then, but its technical limitations - on top of 
Nintendo's ridiculous service policies - prevented many notable digital titles 
from ever making an appearance in the Wii Shop. 

Such was the case with 2010's Super Meat Boy, the game that brought the 
hard-as-nails style of 2D platformer back into vogue. Edmund McMillen and 
Tommy Refenes' bloody masterpiece originally targeted Wii in addition to PC, 
but as the game grew in complexity, it exceeded the maximum allowable 
WiiWare file size. One failed push toward a retail release later, Nintendo players 
finally had their dinner reservations revoked. 

As of this writing, Super Meat Boy is still missing from Nintendo's dining hall 
... or is it? Following ports to PS4 and Vita, Tommy wrote a post thanking con- 
tributors and fans on the game's homepage. He signed off with the following 
not-so-subtle statement: "To the fans we're still excluding, I'll leave you with 
this: Wii haven't forgotten about U." - TONY 
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8-YEAR WAIT 


Once bound for WiiWare, 
is finally coming to the Big N. 


YOU MAY NOT know the name Joakim "Konjak" 
Sandberg, but if you're a fan of WayForward’s 2D 
platformers, then you probably know his work. 
Konjak’s beautiful art and fluid animation helped 
bring to life the characters of Mighty Switch Force 1 
& 2, Shantae: Risky’s Revenge and many more 
WayForward favorites. He was also an artist on the 
critically acclaimed Contra 4, working alongside 
Sean Velasco, co-creator of Shovel Knight. Konjak’s 
talent has made him highly sought after among 
developers in need of top-notch, pixel-based 
graphics, though all that freelance work sometimes 
makes it tough for him to finish his original projects. 
The fact that he does all the art, design, music and 
programming on his own games probably doesn’t 
make it any easier, either. 

One of those projects, Noitu Love: Devolution, is 
coming to Nintendo consoles soon! At first glance it 
looks like a fast-paced sidescrolling shooter, but it’s 
actually more of a brawler. The main difference here 
is that you aim a cursor where you want to attack, 
sending protagonist Xoda Rap flying into a flurry of 
blazing melee attacks wherever you've placed the 
target. It feels like a 2D version of Bayonetta, only 
cuter and with more giant tank-boats. 

Those mechanics made the game a perfect fit for 
mouse-and-keyboard controls when it first launched 
on PC in 2008. It was planned for WiiWare then as 
well - but that port was sadly canceled. (That may 
have been for the best, as the stylus and D-Pad 
controls on the 3DS and Wii U make for a much 
better experience anyway.) While the game is far 
from new, its beautiful art and design give it a time- 
lessness that allow it to be just as relevant today as 
it first was eight years ago. - JONATHAN 
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REVENGE THROUGH THE AGES 


Travel through time to avenge your lost family in : 


AFTER LEAVING BUNGIE (the creators of Halo 
and Destiny) to form Lunar Ray Games, you can bet 
that developer Bodie Lee had learned a thing or two 
about the power of time. Working on huge AAA 
games is all about time management, with millions 
of dollars and hundreds of jobs on the line every 
time you might miss a deadline. 

It's no surprise, then, that Luna Ray Games' first 
project is about making time work to your advan- 
tage. Timespinner is an action/exploration/power- 
collection game in the spirit of Super Metroid and 
Castlevania: Symphony of the Night, but with the 
added twist of time manipulation. The potential to 
move forward or backward in time — or to stop it 
entirely — are key to every aspect of the game's 
design. Think of how Quicksilver from the current 
crop of X-Men movies can run so fast that time 
around him seems to stop, then give that ability to 
the star of a Metroidvania adventure (and to some 
of her enemies), and you'll have an idea of how 
Timespinner feels in action. 

The concept of time control is also key to the 


game's story - a tale that Bodie has been writing off 
and on for the past 19 years. 

Timespinner gathered more than triple its initial 
funding goal on Kickstarter, and as a result, it will 
end up being a much bigger and bolder project than 
first thought possible. Bodie says that the extra 
development time will be well spent, as "it's better 
to do it right than to rush out an incomplete experi- 
ence." 

Right now the game is in a pre-alpha state, but 
it's already code complete, with a projected release 
date of mid-2016 for the PC Alpha/Beta builds, 
followed by a final release sometime thereafter. 
Bodie will have to ship the 3DS version last, "as it is 
the only platform that will require a complete 
rewrite of the game engine" - a task that he's taking 
on entirely by himself. If you're worried that means 
the game's future on Nintendo's current handheld 
may end up slipping through the cracks, Bodie says, 
"Have no fear! Timespinner is definitely coming out 
on the 3DS. It's only a matter of time!" 

- JONATHAN 
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Better Late Than Never, Right? 


MINECRAFT: Wii U EDITION 


ALMOST ANYTHING IS possible in 
Minecraft: Wii U Edition. You can dig, 
build, fight and swim. You can fish, 
garden and decorate. You can farm! 
While it may sound overwhelming, 
once you get acquainted with this 
massive sandbox, its open-ended 
nature sparks creativity and wonder. 

By now, most of you are probably 
familiar with Minecraft, since it's one 
of the best-selling video games of all 
time. That said, even though it's 
been playable for six years, this new 
Wii U edition marks the first time the 
title has graced a Nintendo console. 
Thankfully, this port brings over the 
amazing core experience - including 
Survival and Creative modes, as well 
as online multiplayer - but there are 
a couple of missing features that are 
real head-scratchers. 

For starters, even though 
Minecraft relies on an inventory 
system, there's no touchscreen func- 


tionality available with the GamePad. 
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That means you must use the analog 
stick to switch around items instead 
of quickly tapping and moving stuff 
with a stylus or your finger. It's an 
ostentatiously odd omission. 

Possibly worse for my situation, 
Off-TV Play only works in single- 
player mode. That means that up to 
four players must share TV space, as 
there's no option to use the Pad's 
screen in co-op mode. That's a 
bummer, especially since most of my 
time is spent exploring with my wife. 
Split-screen serves its purpose just 
fine (and this is how couch multi- 
player works with other console 
versions of Minecraft), but it's a 
bummer the main strength of Wii U 
isn't utilized fully. 

That's where the complaints end, 
though. Minecraft truly stands as 
one of the best games of the past 
decade, with its sense of discovery 
and rewarding customization. For 
example, the Survival mode throws 
you into an unexplored, randomly 
generated world. You can construct a 


house and focus on mining in your 
basement, or you can become an 
adventurer, fighting off zombies and 
Creepers. Or maybe you dabble in it 
all and attempt to reach the Ender 
Dragon. Or heck, maybe you throw 
that all out the window and play a 
Hunger Games-like setup where up 
to eight people online fend for them- 
selves! There's so much versatility 
present that it feels like the only 
limitations come from your mind. 
Survival is where | spend most of 
my time with Minecraft. | love the 
moment you're first dropped into a 
new world, as it feels so similar to 
Link’s earliest adventure in The 
Legend of Zelda. You can go and 
explore anywhere, and there are 
even underground caverns (almost 
like dungeons!) scattered across the 
land. Sometimes | focus primarily on 
my housing situation - I'm a sucker 
for two-story stone buildings with a 
glass wall overlooking water - but 
other times | put all of my energy 
into mining. Everything is connected, 
however. Digging for minerals opens 


up new options, whether it’s housing 
materials, armor or weapons. So no 
matter what, your time always feels 
valued. That’s impressive and the 
mark of great game design. 

But maybe you don’t want to 
worry about scary skeletons and 
spiders attacking you every night? 
The Creative mode then comes into 
play, letting you build villages and 
elaborate rollercoaster rides without 
worry. Basically, it’s virtual LEGOs, 
and that’s meant as high praise. It’s a 
blast creating weird structures or 
just checking out someone else’s 
creation. One of my favorite experi- 
ences, for example, was having my 
nieces show off their carefully 
planned town, complete with houses, 
a library and a school. They even 
made class-specific rooms inside, 
like a science lab! That's cool stuff. 

Minecraft may not look like much 
at first glance, and the first hour will 
most likely overwhelm you - but this 
delightful game will constantly 
surprise you! It's definitely one of the 
best co-op experiences out there, 
even with the lack of Wii U-specific 
features. Don't let those setbacks 
keep you from discovering (or redis- 
covering) the world's most spectacu- 
lar sandbox game. - EVAN 
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Cloud Strife Slashes into Smash 


SUPER SMASH BROS. FOR Wii 
& NINTENDO 3DS: FOURTH WAVE DLC 


WHEN CLOUD WAS unveiled 
recently for Super Smash Bros., | 
couldn't believe it. A number of 
gamers’ eyes rolled back into their 
heads, but as a fan and someone 
who grew up with Final Fantasy VII, 
it was a dream come true for me. It’s 
not that I’m the biggest fan of Cloud 
in general, but the mere fact that he 
was joining the cast with Mario and 
Sonic alike is a massive force in its 
own right. | mean, back when Super 


Smash Bros. was first released on 
the Nintendo 64 entirely with first- 
party characters, no one could have 
possibly predicted how iconic this 
series would become, and how many 
third-party publishers would get 
involved. For me, the inclusion of 
Cloud tops Snake being in Brawl. 
Of course, it helps that Cloud is 
actually really fun to play. With 
disruptive smashes and tilts, 
he’s truly a force to be 
reckoned with — even if 
his Specials aren't all 
that formidable. 


His Neutral Special is Blade Beam, 
which is a ground-based projectile of 
sorts that is actually quite weak. 
Climhazzard is his Up Special (that's 
very reminiscent of a Fire Emblem 
upward slash), and Cross Slash, a 
combo attack, is his Side Special. 
Alone, these aren't even all that 
exciting, much less effective. But 
when coupled with the special Limit 
system, a few can K.O. unsuspecting 
players. 

By taking or dealing damage you 
can fill Cloud's Limit meter - or you 
can opt to use his Down Special to 
raise it at any time, Dragon Ball Z 
power-up style. Once charged, 
Cloud's Limit Break modifies your 
next Special, or can be utilized as its 
own Down Special move that does 
just 1% damage - but can K.O. 
certain opponents at 75%. It's a 
massive risk/reward, but sums up 
how fun Cloud really is to play. If you 
even remotely enjoy learning new, 
unique characters, buy him. 
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Cloud's stage, Midgar, is actually 
much better than I anticipated - it's 
become one of my favorite new 
stages in the entire game. Although 
it feels like a Dr. Wily's Castle clone 
of sorts, the way that Summons 
influence the theme of the map is so 
insanely detailed that it keeps me 
interested. For instance, grabbing a 
Leviathan-themed Summon Materia 
will shift the map into a water-filled 
state, flooding Midgar and turning it 
into a moving rapids-like arena. 
Alternatively, characters like Ifrit can 
drastically shift the battleground 
around with pulsating fire, and addi- 
tional appearances from Ramuh and 
Bahamut can complicate things even 
further. Odin is probably my favorite, 
however - slicing the level in two by 
way of his sword. The effects are so 
authentic to the Final Fantasy experi- 
ence it hurts, and when coupled with 
Cloud as a whole, it feels unlike 
anything else in Super Smash Bros. 

As for the two new outfits, they're 
nothing too special. The Chocobo 
getup is cute, but it's just a yellow 
jumpsuit and hat. Geno, on the other 
hand, is amazing - the body is all 
peeled wood, and the hat, although 
not a true representation of Geno in 
fighter form, is a miracle. - CHRIS 


Get Beat to the Beat 
ELECTRONIC SUPER JOY 


IT’S HARD TO make a modern 2D platformer that stands out 
from the crowd, which is probably why Electronic Super Joy has 
been largely overlooked compared to more hook-heavy titles like 
Fez or Super Meat Boy. That’s a shame too, because Electronic 
Super Joy has tons of enjoyable hooks - it just doesn’t wear them 
on its sleeve. 

The game's story is one of the first defining traits that players 
will pick up on. Right away, you're told that you're out for revenge 
against a wizard who stole your butt. This air of throwaway silli- 
ness persists throughout the game's dialogue, which pops up 
through non-intrusive text hovering near NPCs as you run, jump 
and stomp your way through bright, candy-colored environments. 

Things get a little more intrusive when it comes to your move 
list - your powers may be added or taken away from you as you 
head into new worlds. Like how many platformers may suddenly 
force you to go swimming or ride some kind of vehicle, Electronic 
Super Joy takes great virtual pleasure in suddenly challenging you 
to master new skills like double jumping or butt-stomping, only to 
potentially take those powers away from you in the next stage. 
This makes for a varied and unpredictable journey, complete with 
sudden shmup-style boss fights, sticky walls, teleportation portals 
and a variety of other surprises. The one thing that remains con- 
sistent throughout is the difficulty, which has been finely tuned to 
keep things exciting, but not oppressive. The ridiculously upbeat 
music and easy-to-digest visuals also help to keep things breezy 
and fun even after you've died a bunch of times in a row. 

The only downside to this port is that a few words and sounds 
were removed in order to help save it from an M rating - but 
those omissions are counterbalanced by the inclusion of extra 
levels and other bonus modes. If you're looking for a new 2D plat- 
former with top-notch level design, Electronic 
Super Joy won't disappoint! - JONATHAN 
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| Multiplication Workshop 1 


For each two things in the 
INBOX, multiply them, and 
OUTBOX the result. Don't 
worry about negative numbers 
for now. 


You got... LABELS! They can 
jp you remember the 
purpose of each tile on the 
floor. Just tap any tile on the 
floor to edit. 
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Programming Made Fun! 


HUMAN RESOURCE MACHINE comes 
to us from the Tomorrow Corporation, the 
great minds that gave us World of Goo and 
Little Inferno. These are games that take 
great joy in the simple act of making things 
happen, be they the locomotion of goo 
balls or the incineration of various flam- 
mable goods. 

Human Resource Machine follows in this 
direction, but reverses the trend toward 
increasing accessibility seen in more recent 
Tomorrow Corporation endeavors and 
swaps it for a challenge suited for only the 
most dedicated puzzle solvers. While some 
naysayers claimed that Little Inferno was 
more of a parody of casual, click-to-win 
Facebook games than a game in and of 
itself, Human Resource Machine peels back 
the surface to examine the stuff that 
games themselves are made of: code. 

A professional programmer is likely to 
feel like they have become nothing more 
than a human machine at least once in 
their career. Human Resource Machine 
looks to adapt that experience into game 
form, serving it up with a cute, satirical 
cartoon face on the outside, and an intui- 
tive, drag-and-drop interface for coding on 
the inside. While taking typing out of the 
equation definitely helps to diminish the 
initial intimidation factor, this is still a 
rough row to hoe. 

Experimentation and expectation of 
failure are prerequisites for this proposi- 
tion - don't bother applying if you aren't 
ready for both. 

The game is segmented into a series of 
stops along the timeline of an office 
worker's career. Each stage is another step 
up the corporate ladder, with a new 
demanding supervisor awaiting you at 
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HUMAN RESOURCE MACHINE 


every turn. The chain 

of bosses that meet 

you along your road 

to upper manage- 

ment may treat you 

like a subordinate, or 

worse, a trifling nuisance - 

but they are actually there to help. 
Through sorting conveyor belt after 
conveyor belt of numbered and lettered 
items as directed, you'll end up learning a 
procedural language that actually looks a 
lot like the basics of real programming. 

When you're bad at the game, you may 
end up feeling hopeless and inadequate. 
You may see no clear path to success, and 
there may be no way of telling if and when 
you'll ever succeed. However, when you hit 
a "Eureka!" moment and gain a sense of 
mastery of the job at hand, the feeling of 
elation and true genius that washes over 
you is pretty special. Of course, like at most 
corporate positions, the feeling of success 
is short-lived. After each major win, you're 
presented with yet another new piece of 
programming vernacular to incorporate 
into your knowledge base - or else. 

For better or worse, Human Resource 
Machine comes very close to replicating 
the pros and cons of having a real job in 
coding. It's not a game you can pick up 
every once in awhile for a quick round of 
fun - you'll need to remember all the 
lessons you've learned in prior sessions in 
order to ever move forward again, as it 
only gets more complicated the farther you 
go. If you end up loving it, chances are your 
brain is wired in a way that could lead to a 
lucrative career in computer engineering! 
For the rest of you, it serves as an interest- 
ing and painless way to dip a toe into the 
world of computer science without actually 
having to get your feet wet. - JONATHAN 
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More “Free” Poké-Puzzling 


| MADE IT nearly four hours into this latest Pokémon-catching 
quest before | hit the wall - my Picrites had run totally dry, and if 
| wanted to keep on trying to catch 'em all, | would need to open 
up my wallet. Such is the nature of more and more of Nintendo's 
eShop releases these days, as Pokémon Picross is the latest "free- 
to-start" title that's been made available to 3DS players. 

The approach with this one is different than it was in past titles 
like Pokémon Shuffle — in that game, you could easily play the 
quest to completion without spending a dime, as you'd just need 
the patience to wait for the free regeneration of your Hearts to 
grant you more plays. Here, though? No such luck. Pokémon 
Picross can be played for free to a certain point, but there's no 
free regeneration of the in-game "Picrites" currency in this one, 
so you will eventually hit a hard stopping point and be unable to 
progress further without spending real-world dollars. 

That said, Pokémon Picross isn't the most vile money-sink 
possible, as it sets a spending ceiling at about $30. If you spend 
that much buying yourself Picrites, the game will just flip a switch 
and make Picrites infinite for you, so you won't have to spend any 
more actual cash beyond that point. That certainly counterbal- 
ances some of the sting of not being able to play for free end- 
lessly, but Picross still suffers from Shuffle's existence as a better 
example of freemium monetization. 

Setting all the talk of pricing structures aside now, the actual 
picross gameplay found here is absolutely on point. Pokémon 
Picross offers both stylus- and button-focused control schemes 
and critically helpful visual clues to help streamline your puzzle- 
solving sessions, and those modern picrossing amenities are 
complemented by great integration of the Pokémon characters 
themselves. Each successfully completed puzzle adds a new 
monster to your roster, and each one of them has a special power 
to make subsequent puzzles easier to solve — from auto-fixing any 
errors you might make to filling in full rows or columns at the 
start of a puzzle to give you a headstart on seeking the full 
solution. These are all optional to use, of course - if you like, you 
can simply play Pokémon Picross as a traditional challenge and 
ignore all the new bells and whistles. 

| would have much rather seen Shuffle's take on 
free-to-play replicated here, but if you're willing 
to part with $30, this Picross rocks. - LUCAS 
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Serious Spelling Test 


TYPOMAN 


WHEN YOU FIRST start playing 
Typoman, your character is literally just a 
rolling letter "O" that then bumps into 
some other letters to form the hero (whose 
body literally spells "H-E-R-O"). I loved this 
concept of letters becoming personified in 
this world right from that opening 
moment, and the game gets really creative 
with the concept throughout. AII of the 
enemies come from negative words, like 
"H-A-T-E" and "D-O-O-M," and each of these 
has its own great design. One enemy - or 
rather a tool, as it turns out - is the char- 
acter made from spelling "L-I-E." If this 
character comes across a word or enemy, it 
changes it into the opposite of that word. 
Spell "O-N" to activate switches, and 
"L-I-F-T" to raise platforms. Spelling 
positive words helps the hero by protecting 
him or changing the world in some way, 
and all are wonderfully imaginative. 
Dynamics such as this make the game 
shine. 

The atmosphere of Typoman is darker 
than you'd expect when talking about an 
action/puzzler based on letter play. It's not 
just a little dark either - it's almost unset- 
tlingly dark. An easy parallel to draw would 
be 2010's Limbo (which we're still waiting 
to see on a Nintendo platform), with 
danger around every corner, very limited 
character abilities and intricate puzzles 
being the hallmarks of both. 

Typoman arguably bests Limbo, though, 
due in part to the careful and deliberate 
crafting of everything in the game. A 
capital letter "A" is now a deadly spike due 
to the chosen font. More than one "H" can 
build ladders when stacked on top of one 
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another, and words like 

"R-O-B-U-S-T" span gaps, only to break off 
and become "R-U-S-T" as you run past. 
(Despite the danger, death has little conse- 
quence, as checkpoints are prevalent.) 

The game offers little in the way of a 
tutorial, instead relying on level design to 
introduce concepts. This is great, but I 
wasn't even aware of the word scrambler 
control that utilizes the GamePad until 
about halfway into the story! 

The three chapters that make up the 
narrative are too short - the entire game 
may take you, at most, four hours. 

Regarding the puzzles, the first chapter 
is definitely the most fun, as you're 
learning how the different rules and limita- 
tions of the game make for a challenging 
and rewarding affair while traversing the 
rich and unnerving world. Afterward the 
story will have you intrigued enough to 
finish, but the third chapter gets a little 
lazy by reusing past puzzles, and not many 
new platforming ideas are added either. 
Later in the game, word stations give you 
access to many more letters, leading to 
more word options. It's up to the player 
how easy or hard these puzzles are though, 
as tapping the question mark on the 
GamePad will give you a blatant clue with 
the word you need to progress. | was 
expecting the game to be more open, 
allowing more variety in the words you 
create, but it turns out that most puzzles 
have only one word as a solution, leading 
to disappointingly rigid gameplay. 

Lastly, there are framerate drops and 
surprisingly long load times - to the point 
where I wondered if the game had frozen! 

Typoman has a great creative concept 
that falls short in length and execution, 
with many smaller issues piling up to keep 
it from being something amazing. - BRETT 


A Late Halloween 


BEFORE THE LIKES of Xeodrifter and Mutant Mudds, there was Dementium: 
The Ward for Nintendo DS. Renegade Kid’s freshman offering addressed an 
underrepresented genre on the platform: first-person survival horror. 
Physical supply may have been limited, but the game was successful enough 
to earn the young studio some well-deserved street cred. Now Renegade Kid 
has given Dementium the remaster treatment for 3DS, allowing both old fans 
and new players - such as myself - to check it out in an enhanced edition. 

You wake up one night in Redmoor Hospital with no memory of how you 
got there. The facility is a bit worse for wear - equipment has been strewn 
about, years of rust have accumulated, blood has been smeared all over the 
walls - but to solve your own mystery, you must navigate the darkened halls 
with a flashlight and whatever weapons you may find. Not the most original 
setting for a spooky romp, but effective all the same. 

This setting is sadly the source of Dementium's greatest failing. Each room 
throughout the hospital's seven-plus floors is indistinguishable from the next, 
without so much as new wallpaper patterns here and there. Not only does the 
lack of visual feedback make it difficult to get your bearings unless you con- 
stantly pull up the map, it also hinders any sense of progression. 

Monster variety is similarly lacking - there exist only five non-boss crea- 
tures, some of which become more aggressive later on. To the game's credit, 
audio is implemented so that you can hear what kinds of enemies are in a 
room and roughly where they may be hiding. This allows you the opportunity 
to equip an appropriate weapon, or even avoid encounters entirely. The latter 
is an important strategy as health and ammunition are scarce - although not 
so much that you won't find a decent stash sitting somewhere nearby right 
around when you may be running low. 

The default control setting is to use the stylus to aim your weapon, but you 
can also use face buttons for aiming instead. And should you own a Circle Pad 
Pro or New Nintendo 3DS, you can use the second stick for true dual-analog 
controls. With the option to mirror-flip the mapping for any scheme, both 
efties and righties ought to be well served no matter their preference. 

It's good that the controls are so on point, because the actual act of 
combat is hindered by the low-light environments. The flashlight is necessary 
0 make out anything more that a few feet ahead, but since you can’t wield 
your gun and flashlight simultaneously, you'll have to constantly swap 
between the two. It's a minor concern that only grows in annoyance the 
urther you advance, making you wonder why your character's eyes haven't 
adjusted to the dim lighting several hours in. 

Beyond that, the game lacks substance. Depending on your skill level, you 
can clear the campaign in less than five hours, during which you do naught 
but wander corridors and shoot monsters. For all the debris and environmen- 
tal dressing, there's very little to interact with save a pitiably meager number 
of puzzle boxes and security panels. The bosses offer some degree of chal- 
lenge, though they're overshadowed by how unexciting the encounters are. 

Worst of all, the thin narrative doesn't build toward any major payoff. The 
mystery of your identity is addressed very subtly in a few quick cutscenes, 
but the revelation doesn't feel like a suitable reward at the end of a harrow- 
ing night of terrors. In any case, the story ends on a cliffhanger that renders 
all the events up to that moment ultimately pointless. 

As | said before, | appreciate the effort, but Dementium Remastered’s 
origins mean that we have to deal with limited environments and enemies. 
Even if Renegade Kid had expanded upon the underwhelming variety, there 
still wouldn't be enough to provide more than an average horror experience. 
Dementium was a revelation on DS in 2007, but it just hasn't aged as well as 
we might have hoped. - TONY 
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Steam-Powered Piracy 


WHEN IMAGE & FORM released 
SteamWorld Dig into the 3DS eShop 
in 2013, it launched with little 
fanfare. Word spread quickly, 
though, of this Metroidvania-ish 
adventure with a wonderful progres- 
sion system, addicting gameplay and 
an arresting steampunk style. Soon 
enough, SteamWorld Dig was a word- 
of-mouth indie sensation, going from 
3DS to every platform under the sun 
(including Wii U). 

Two and a half years later, Image 
& Form has once again brought 
another game to 3DS - this time 
called SteamWorld Heist. Oddly 
enough, while the small Swedish 
team rightfully earned credibility 
and acclaim for their prior release, 
Heist still kind of flew under the 
radar as it approached its late 2015 
launch date. Probably because it 
isn't a direct follow-up to the Dig 
style of play - Heist takes place in 
the same universe as Dig, but it's far 
less similar to Metroid and more akin 
to XCOM and Worms. Visual style 
aside, there isn't much that's similar 
to what came before. 

That turns out to be for the best 
though, because SteamWorld Heist is 
a well-polished masterpiece that is 
packed with a wonderful progression 
system, addicting gameplay and an 
arresting steampunk style - just like 
Dig, but this time applied to a turn- 
based strategy design instead. 

Heist's missions all start with 
picking characters and loadouts. At 
the start, you only have two charac- 
ters to choose from, with no swag. 
But as you progress, you can build a 
team of nine spacefaring piratebots, 
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with a wide variety of guns and gear 
to choose from. Each character is 
unique, and as they gain experience 
and level up, they earn abilities and 
perks that make them even more 
interesting to use. 

There are four different gun types 
- sharpshooter, assault, heavy and 
handgun - all with their own pros 
and cons. Sharpshooters have a laser 
sight and heavy weapons have area- 
of-effect functions. While it's likely 
you'll settle into using just a few 
characters and styles as you 
progress, there really isn't a "right" 
way to play through the game, and 
every character is useful in their own 
way. You get more guns and gear by 
collecting loot in levels, and also by 
visiting non-combat locations where 
you can buy weapons. There's a nice 
push-and-pull with your inventory, 
because you have a limited space 
(that can be expanded by buying 
more storage space in-game). It 
makes you think about what you 
have that's useful and keeps your 
inventory from getting too full of 
non-useful gear. As long as you buy a 
few more storage spaces, the limited 
inventory isn't strict; it's just a good 
way to filter to the best stuff. While a 
lot of the weapons and gear are 
similar (e.g. you'll find a gun with 
certain properties and then later on 
find something very similar that just 
does more damage), there is enough 
variety so it never feels stale or 
repetitive. 

Each mission is a set of 2D side- 
view rooms that, in most levels, are 


randomly generated. That makes 
replaying levels very fun and reward- 
ing - because even if the mission 
objectives and goals are the same, 
the layout of the level and enemies is 
always different. The variety of 
options you have to progress 
through each mission is what makes 
SteamWorld Heist sing. You can go in 
guns blazing. You can hide behind 
cover from a distance, sniping from 
afar. You can try to sneak around in 
the shadows, using a character with 
the ability to get a damage bonus 
from flanking enemies. Depending 
on your team, your strategy can be 
completely different — but just as 
effective. 

The difficulty setting can be 
changed between missions, which is 
useful for fine-tuning the challenges. 
My first playthrough was on the 
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Regular difficulty setting, and near 
the end as my characters were 
powered up, | moved up to the next 
difficulty. As you go up in challenge, 
you get more experience, but consid- 
ering that on a straight Regular diffi- 
culty | had several characters at max 
level, that doesn't seem to be too 
much of a carrot. Still, leveling up 
isn't the goal of the game, and the 
higher difficulties are satisfying 
because you're trying to outsmart 
more and smarter enemies. It's also 
nice that there's a New Game Plus 
option where you can restart the 
game with all of the characters 
unlocked from the start, so you're 
encouraged to up the ante and try 
new guys. Thanks to the randomized 
levels and the distinct characters, 
New Game Plus can feel like a whole 
new game. But even if you just romp 
through the story once, you'll be 
spending upwards of 15-20 hours 
trying to outwit robots of all shapes 
and sizes across three distinct acts, 
complete with exciting bosses. 

SteamWorld Heist is easily the 
best 3DS eShop game I played in 
2015, and one of the best 3DS games 
I've played, period. - NEAL 


F-Zero Returns 


FAST RACING NEO 


l'VE BEEN SEARCHING for a new 
future-centric racing game for quite 
some time. Although there are a few 
indie hits out there, nothing really 
compares to the feeling of unwrap- 
ping a brand-new F-Zero or Wipeout 
game, and hearing that iconic 
announcer pump you up for the race 
ahead. It's a feeling that's unique to 
the genre, and it's crazy that bigger 
publishers have moved so far away 
from games like this. But here comes 
developer Shin'en Multimedia to the 
rescue, with a racer that hits all the 
right notes in the most unlikely of 
places - the Wii U eShop. 

Where FAST Racing NEO really 
shines is in its polarization 
mechanic. Similar to 2003's Ikaruga 
on GameCube, you shift your car's 
color from blue to orange, constantly 
altering its state to make use of all of 
the track's boost pads. You see, in 
other racers you'd be able to just go 
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over a boost to gain its effects - but 
in NEO, you have to manually switch 
to the matching hue to utilize them. 
It’s easier said than done, especially 
when you're moving at over 300 
miles per hour, zipping down the 
track and trying to avoid hazards. 

It creates an almost rhythm-game 
sense of muscle memory, where 
you'll want to both memorize tracks 
and look ahead constantly while 
racing to see the incoming boosts. 
Switching between them is a rush, 
and although it probably takes two 
to three runs per track to really get a 
sense of where boosts are placed, it's 
done intuitively enough so that you 
won't need to write down or divine 
every painstaking detail to do well. 

Boost Orbs also help even the 
playing field — they're scattered 
about each track, and function as 
power-ups of sorts. You'll be able to 
use them to raise your Boost Meter, 
which can be queued up at any point 
in time - like right after a missed 
colorized boost, for example. It adds 
yet another layer of depth on top of 


the high-octane pacing and the 
aforementioned polarization. 

All of this works because of the 
impressive 60 FPS engine, which is 
both a testament to Shin'en's optimi- 
zation prowess and the Wii U itself. I 
only wish more games were devel- 
oped for the eShop like this! It would 
have turned around some of the pre- 
conceived notions about the console. 
It really is impressive how Shin'en 
was able to make these courses their 
own without taking too much from 
the source material. As such, 
bringing back the old F-Zero GX 
announcer (Jack Merluzzi) feels like a 
cherry on top, rather than a 
complete ape of Nintendo's series. 

With 16 tracks in all (32 if you 
count Mirror Mode), there's an 
impressive amount of courses avail- 
able, especially for an eShop game. 
The environments are detailed and 
wonderfully rendered, some of which 
remind me of classic racing titles like 
the Cruis'n series with wacky 
gimmicks. The futuristic tracks are 
probably my favorites though, 
mostly because they remind me of 
some of the classic racers of old, 
with a new sheen and coat of paint. 
While several of them aren't quite as 
memorable as say, Big Blue, | do 
have most of them burned in my 
memory, which is impressive since 
the game was only released recently. 
One event in particular - dodging 
icicles with well-timed boosts — feels 
like such a small thing, but it's done 
so well that | can't forget it. 

My only real complaint content- 
wise is with the 10 vehicles on offer. 
They all feel rather similar, and the 
concept of having different corpora- 
tions or organizations represent 
them is nowhere near as interesting 
a5, say, having a ship piloted by 
Captain Falcon. 


FAST Racing NEO has old-school 
fans in mind with four-player split- 
screen play, and | have to say, it 
works wonderfully. In an era when 
developers are cutting local play left 
and right, Shin'en did right by those 
of us who like to host couch gaming 
sessions - then also added in the 
convenience of online play. It's a 
wonderful marriage, as you mainly 
only get one or the other these days, 
and online play is smoother than 
most of the other Wii U games on the 
eShop. Only a few times did I run 
into lobby issues, and I hardly had 
any lag while actually racing online. 
(Split-screen doesn't run at the 60 
FPS that the rest of the build 
operates at, but it's sufficient.) 

Racing veterans will also be 
thrilled to play the Hero gametype, 
which is basically a supercharged 
version of the core game. You'll need 
to finish in first place, and in the 
biggest twist of all, your boost 
doubles as your shield. It's pure 
insanity, and I'm glad that it's an 
extra mode bundled separately from 
the core experience, as it has caused 
plenty of controller-throwing 
moments during my playtime with it 
- mostly in a good way. (Though 
you'll want to throw your Pro 
Controller and not your GamePad, of 
course.) 

If you've been searching for years 
for both an F-Zero and Wipeout 
homage, look no further than FAST 
Racing NEO. If Nintendo and Sony 
respectively aren't going to give the 
fans what they want, at the very 
least, Shin'en Multimedia has deliv- 
ered with a game 
that's technically 
an indie title, 
but feels like a 
big-budget 
racer. - CHRIS 


JANUARY/FEBRUARY 2016 


A LONGER 
WHILE TO WAIT 


Mighty No. 9 is almost here! 
But that’s a statement that needs 
some clarification — because it's 
the Wii U version that's just about 
to go on sale, not the 3DS one. 
The game's portable versions are 
still without firm release dates, 
so if you have your heart set on 
playing Beck's new adventure on 
the go, you'll have an even longer 
while to wait. Those fans who 
followed the Kickstarter back in 
2013 shouldn't be too surprised, 
as the 3DS and Vita versions were 
nearly an afterthought - they 
were only added on as a stretch 
goal a mere four days before the 
end of the campaign, so neither 
must have been in the forefront of 
Comcept's planning early on. 


Abstraction Games is handling the 
port, and we hope to see it soon! 
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IGHTY NO. 9 


The spiritual successor to Mega Man is nearly here. 


IMAGINE THAT YOU'RE a beloved 
video game designer. You've created 
very popular characters. You work for 
one of the world's most prominent 
game companies! But then, one day, you 
simply find yourself stifled - that same 
company where you made your name is 
now holding you back. So, in an effort 
to regain your past glory, you leave it all 
behind - to forge a path of your own. 
This is the story of Keiji Inafune, 
Mega Man and Mighty No. 9. Coming off 
the successful return of classic Mega 
Man through Mega Man 9 and 10, and 
after the final outings of the Mega Man 
Battle Network and Star Force series, 
the stage was set for some fresh 
content. Enter Mega Man Universe, a 
game that looked a lot like what Super 
Mario Maker accomplished last year: a 
build-your-own Mega Man game with 
guest stars like Street Fighter's Ryu. 
Another project, Mega Man Legends 3, 
was making history and headlines by 
having the fans themselves deeply 
involved in its development on an 
unprecedented scale. Mega Man 
Universe was seen at E3 and was met 
with mostly positive remarks, though it 
was early in development. Mega Man 
Legends 3 had a demo edition named 
Mega Man Legends 3: Prototype Version 


nearly ready to come out on the 3DS 
eShop - it was a whisper away from 
completion. However, Capcom made the 
decision to scrap both titles in 2011 — to 
the dismay of countless fans - and 
there was a huge outcry over that call. 
This was largely because Inafune had 
left Capcom in October 2010, but also 
because Capcom came out and blamed 
the fans themselves for their "lack of 
support" for both titles. 

In December 2010, Inafune started 
Comcept, a new third-party develop- 
ment studio focused on making games 
in the same vein of Inafune's successes 
with Capcom. Though he lacked the 
licenses to use the characters he had 
created under Capcom, the style of play 
and concepts were not trademarked. 
Comcept released some games with 
limited success leading up to 2013, but 
it wasn't until they decided to launch a 
crowdfunding campaign via Kickstarter 
that they really made headlines. 
Inafune had faith in his fervent fans and 
the popularity of his most popular 
former character, Mega Man. Comcept, 
along with Inti Creates, announced 
Mighty No. 9 at the Penny Arcade Expo 
in August 2013, showing off a character 
and concept as close to Mega Man as 
copyright laws would allow. 


The Kickstarter for the project 
launched that August 31, and just two 
days later, its minimum funding goal of 
$900,000 was met - Inafune and 
Comcept were able to translate 
previous popularity from a character 
they no longer owned to huge success 
under a new IP. The fans went nuts, 
unlocking all sorts of add-ons and 
bonuses and generally throwing money 
at the project, fueled by their disdain 
for Capcom's actions and their love for 
the godfather of Mega Man. The 
Kickstarter campaign raised $3,845,170 
for the project, and further PayPal 
funding brought the total to $4,046,579. 
Beck, the protagonist of Mighty No. 9, 
was propelled to mega-star status - and 
nobody had even played his game yet. 

Development had already started 
during the campaign, and Inafune, 
already having enjoyed the experience 
of working closely with fans, vowed to 
have the project once again be fan- 
fueled and designed. Documentaries 
were made by 2-Player Productions — 
offering behind-the-scenes looks at the 
development process - and forums and 
other social media were established to 
bring fans into the fold. Several polls 
released through Kickstarter and later 
via the backer-only forums allowed fans 


to help decide and vote on elements of 
the game. Call - Beck’s partner and 
another playable character in the 
game - had her design and coloring 
voted on by fans, and they got to see 
the bosses and other characters' 
concept art as it was being created. 
Backers also paid for New Game Plus, 
Turbo Mode, Boss Rush, a challenge 
mode that includes co-op, extra intro 
and final bosses and stages, a support 
character, a level for Call to play, a 
varied soundtrack involving chiptunes 
or modern tunes, multiple-language 


voicework and even an online race 
mode. 

The game was only set to appear 
on PC at first, but extra funding 
allowed it to be presented on Mac, 
Linux, PlayStation 3, PlayStation 4, Wii 
U, Xbox 360, Xbox One, Nintendo 3DS 
and PlayStation Vita. Originally the 
release date was April last year, but it 
suffered from two big delays. The first 
delay was attributed to voice-over 
work and bug fixing, and pushed the 
launch back to mid-September. The 
second delay came in August and cited 


TOTAL TRANSFORMATION 


Like Mega Man, Beck has the power to steal the powers of bosses he 
defeats, then use them to defeat more bosses later on. Unlike Mega 
Man, Beck's visual transformation is much more complex whenever he 
taps into any of these stolen abilities — his armor and sometimes his 
body shape shift to make him look more like the boss he's mimicking. 
Classic Mega Man never did this - he only swapped his armor color. 


online issues and more bugs as the 
cause, and set the release back to the 
first quarter of 2016. To make up for 
the delays and to quell the fans’ 
anxiety, a demo was released on 
September 27 (though even the demo 
got delayed, and dealt with contro- 
versy over its distribution, DRM 
problems and time limitations). 

This brings us to today. We’ve 
waited. We've endured the delays. And 
now we're just ready for the final, 
official release! | had the privilege of 
playing the game at E3 and also 
enjoyed the demo at home, and it all 
breeds excitement. The familiarity of 
Mega Man's past is there, but with 
exciting twists. X-style dashing has 
been added, and dashing into enemies 
is the only way to beat most of them, 
as you absorb their "Xel." All robots in 
Beck's universe are comprised of Xel, 
and Beck gains access to power-ups by 
collecting Xel from certain enemies 
after destabilizing them with his 
blaster. Even the bosses need to be 
dashed into to damage them! The 
counter-intuitive gameplay mechanic 
takes some getting used to, but it's 
quickly learned and feels fresh. The 
levels are also very well designed and 
present new quirks with each stage. 
One will have you backtracking across 


a mansion to out-snipe the super 
sniper Countershade, while another 
has you trying not to freeze in a pipe 
maze while battling Cryosphere. The 
action is fast and relentlessly chal- 
lenging, making progression tough but 
rewarding. The story is shaping up to 
be similar to Mega Man's narrative, 
but with enough novelty to not feel 
like a complete knock-off. That's what 
Comcept is attempting to orchestrate: 
an outing reminiscent enough of Mega 
Man to trigger nostalgia, but inventive 
enough to kick off a new series. 

With a two-and-a-half year produc- 
tion cycle, another failed Kickstarter 
project in the interim and many other 
Comcept projects being announced, 
some fans are wondering whether the 
studio lost focus along the way with 
Mighty No. 9. With several other 
Kickstarter failures coming to light, 
fans may be worried, but the physical 
rewards have shipped and updates are 
plentiful enough to assure that the 
game is finally coming on February 9 
- despite its controversies, delays and 
other problems that stem mostly from 
the unprecedented manner of its 
birth. Hopefully the finished product 
will arrive in our hands and feel just as 
it should: a love letter to Mega Man, 
and the birth of a new IP! - BRETT 
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THE LEGEND OF ZELDA FOR Wii U 


Originally planned for 2015, Link's next all-new adventure is now 


set to arrive in 2016 on Wii 


EVER SINCE NINTENDO 
announced its delay back in March 
2015, news on the next installment of 
The Legend of Zelda has slowed to a 
trickle. Many fans were hoping that 
November's long-awaited Nintendo 
Direct would finally shed more light on 
Link's upcoming adventure, but the 
game was only mentioned briefly 
during the presentation, when the Big 
N reaffirmed that it was still in devel- 
opment for Wii U and that it would be 
launching in 2016. 

Of course, as Nintendo fans are all 
too aware, a lot can happen over the 
course of a year - so even this seem- 
ingly straightforward announcement 
may not necessarily tell the whole 
story. For one thing, rumors continue 
to persist that Nintendo's mysterious 
new console, the NX, will go on sale in 
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2016. Whether or not that turns out to 
be the case is anyone's guess at this 
point, but if the NX does hit stores this 
year (and there's compelling evidence 
to suggest that it will), then it would 
need a marquee title to accompany its 
launch, and the next Legend of Zelda 
game would be the perfect candidate. 
This certainly wouldn't be the first 
time a Zelda title was pushed back to 
coincide with the launch of a new 
console - a similar situation occurred 
back in 2006 with the release of The 
Legend of Zelda: Twilight Princess 
(which, coincidentally, will be arriving 
in high-definition form on Wii U this 
March). While the game was initially 
announced for the GameCube, snags 
in development ultimately set its 
release back by nearly two years. With 
the GameCube quickly approaching 
the end of its life cycle by then, and its 
successor, the Wii, poised to make its 
debut, Nintendo made the unprec- 
edented decision to launch the game 


on both consoles - first for the new 
system, and then for GameCube, in its 
original form, the following month. 

A decade later, Nintendo finds itself 
in a strikingly similar position with Wii 
U; despite steady improvements, 
there's no denying that Wii U sales 
haven't been as strong as Nintendo 
would have hoped, and the company 
has undoubtedly turned its sights to 
NX and the future. In order to entice 
gamers to the new console, it would 
only make sense to launch it with a 
title as eagerly anticipated as the next 
Zelda. But doing so would potentially 
alienate the fans who purchased a Wii 
U just to play the new title, so it's cer- 
tainly possible that the game could 
pull a "Twilight Princess" and appear 
on both systems. 

Regardless of which platform the 
game is available on, one thing that 
we do know for sure about the next 
Zelda is that it will feature amiibo 
support. At the very least, Nintendo 


... and maybe the new NX as well? 


has confirmed that the game will be 
compatible with the special Wolf Link 
amiibo that will be bundled with 
Twilight Princess HD, and any data 
saved to the figure can be carried over 
to the new adventure. This particular 
phrasing suggests that the Wolf Link 
amiibo will offer something more sig- 
nificant than a simple cosmetic bonus, 
and it's exciting to think of the possi- 
bilities. It also seems likely that the 
game will support the five existing 
Zelda amiibo in some capacity, given 
the fact that they will also be compat- 
ible with Twilight Princess HD. 

One more thing we can't forget is 
that 2016 marks the 30th anniversary 
of the Zelda franchise, and Nintendo 
will want to make the year a special 
one to commemorate the event. 
Whether that means we'll be playing 
the new Zelda game on Wii U, NX or 
both is still a mystery, but wherever 
the game appears, we're sure it'll be 
worth the wait. - KEVIN K. 


DDDGGOYGY 


PREVIEWS 


THE LEGEND OF ZELDA: TWILIGHT PRINCESS HD 
The 2006 GameCube/Wii adventure returns with a fresh coat of paint. 


MANY YEARS AGO, following the 
N64 releases of The Legend of Zelda: 
Ocarina of Time and Majora’s Mask, 
Nintendo revealed to Zelda fans the 
future of the franchise at the 2000 
pace World event. Several hype- 
uilding video clips were showcased to 
how off what the upcoming 
ameCube hardware would be 
apable of, and one among them 
starred an adult Link and Ganondorf 
clashing swords — looking much like 
their Ocarina designs, yet with much 
greater detail and more sophisticated 
forms. Fans of the N64 masterpiece 
clung to this teaser, eagerly awaiting 
the day they’d play it for themselves. 
That day never came. Instead, 
Nintendo revealed the footage was 
effectively no more than a technical 
demonstration, and that the next 
entry in the series would be the more 
cartoon-like, cel-shaded title, The 
Wind Waker. While attitudes toward 
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that 2003 sequel have softened in the 
years since, a significant portion of 
the reception toward its new art direc- 
tion was cold, with lower sales and the 
derisive term "Celda" reflecting that. 
In light of Wind Waker's reception 
in North America, Eiji Aonuma wanted 
to win the audience back. In 2004, the 
first steps toward doing so were made 
at the Electronic Entertainment Expo 
as Nintendo closed out their press 
conference with a trailer for The 
Legend of Zelda: Twilight Princess that 
was met with a roaring, standing 
ovation. (Seriously, look it up on 
YouTube - | don't think there has been 
anything quite like it before or since.) 
The game would not be released 
for over two more years, at the end of 
2006. By this time, high definition 
televisions and game consoles 
designed to take advantage of that 
technology were picking up steam. 
However, neither the game’s original 
target system of the GameCube nor its 
next-generation port for the Wii were 
made with HD in mind, leaving the 
most graphically sophisticated entry 


in the Zelda series thus far stranded in 
the world of standard definition. 

That's all about to change, however, 
as Nintendo has finally revealed what 
many rightly predicted - that much 
like The Wind Waker before it, Twilight 
Princess will also receive an HD re- 
release. And soon! It's coming in 
March, before the Wii U gets its first 
original mainline entry in the series. 

The Legend of zelda: Twilight 
Princess HD is being ported by 
Tantalus Media, and what we've seen 
so far has shown significant improve- 
ment in the game's textures - provid- 
ing a much sharper, clearer image, as 
many details that were understated or 
unseen in the original are brought into 
full view. Ornate designs across 
windows, robes and masks show this 
off especially well. 

That said, not everything looks 
quite as good as you might hope, as 
the lower polygon count for some 
models (such as the Master Sword) 
isn't on par with what you'd expect 
from the Wii U's power. That's a bit 
surprising - whereas the 3DS remakes 


of Ocarina of Time and Majora's Mask 
and the 2013 Wind Waker HD on Wii U 
all rebuilt the 3D models of their 
source material to add extra quality 
through extra complexity, this reissue 
of Twilight Princess is clearly a much 
more straightforward upscaling — 
using the same 3D models and 
geometry we first got a decade ago. 

In terms of gameplay, while we 
don't know the full extent of what the 
HD version will offer, it seems fans of 
the original GameCube version will be 
most pleased by what looks like a 
return to traditional button controls 
and the regular world of Hyrule, which 
was flipped for the Wii in order to 
accommodate the right-handedness of 
most users with its motion controls. 
Ideally, given the Wii U's capabilities, 
we can hope that Nintendo will be able 
to please fans of traditional and 
motion controls, and of the regular 
and flipped maps all alike. 

This may not be the extreme visual 
overhaul we might have hoped for, but 
we're still looking forward to returning 
to the Twilight Realm. - DAVID 
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HYRULE WARRIORS LEGENDS 


HYRULE WARRIORS IS one of my 
most-played Koei Tecmo beat-'em-ups 
ever. Despite the fact that I’ve kept up 
with the series since Dynasty Warriors 
2 so many years ago, it’s Hyrule that 
really rekindled my interest to an 
obsessive level, and | spent days upon 
days leveling up each character and 
working my way across the game’s 
multiple adventure modes. (That’s 
nothing compared to my friend Steve, 
though, who spent hundreds of hours 
farming every single square of every 
map, sans one tiny pesky block!) 

As a whole, it’s crazy how much 
new content is being added to Hyrule 
Warriors Legends on 3DS then, as I 
know it'll take up just as much of my 
time, if not more than the original. 
With all-new characters (Tetra, Linkle, 
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Skull Kid, Toon Link and the King of 
Hyrule), maps, weapons (Ganondorf 
has a trident!), costumes and another 
story chapter, there's going to be a lot 
to get through with Legends, which is 
still a couple months off in the West 
despite its January 21 release in 
Japan. One of my favorite new addi- 
tions is the array of new outfits for the 
older characters, though, including a 
Twilight Ganon makeover and a 
rainbow cloak for Ghirahim. 

New character videos have also 
showcased how some of them will 
fight, and the wackiest one yet has to 
be the King of Red Lions, who is both a 
boat and a humanoid at the same 
time. Carrying a sail, he can morph 
seamlessly into his boat form, riding 
waves he creates on the battlefield for 
special attacks. The sail itself looks 
like a great weapon, as it has some 
heft to it and a wide attack spread. 
Linkle's wielding of twin crossbows 


looks great as well, with plenty of 
ranged charge attacks at her disposal, 
and an attack that drops down to a 
first-person level camera angle. 

One of the new maps that will be 
included is called "The Great Sea," 
which seems to be more water-based 
than any map before it. It's themed 
after The Wind Waker, and features a 
large amount of sea exploration. I 
hope there are more maps to come in 
the way of both free and paid updates 
- much like how Hyrule Warriors 
operated after its launch, 
for nearly a year. 


The biggest update, however, is the 
Fairy Mode (which sounds similar to 
the MAG system in 2001's Phantasy 
Star Online). You can essentially raise 
a fairy, customize its look, feed it and 
then bring it into battle with you. The 
MAG comparison is rather apt in this 
case, as certain food will impact the 
look of your fairy, possibly altering it 
into a new state. You'll acquire food by 
way of Adventure Mode, and there's 
even a trading option for local play. 
It's like Pokémon all over again, but 
with the typical grind-based Warriors 
system on top of it, so you know you'll 
spend weeks mastering it. 

With all of these additions and 
more, Hyrule Warriors Legends is 
shaping up quite nicely. And make 
sure you don't miss our next issue! It'll 
have a big final blowout on the game, 

as well as a poster for 

print subcribers! 
- CHRIS | 


THE LEGEND OF ZELDA 


AMIIBO SERIES 


Wolf Link and Midna lead the charge. 


THE SMASH SERIES is nearly complete 
- after the last few DLC characters like 
Cloud and Corrin get their figures, it'll be 
over. The Animal Crossing series? It'll 
have a few more coming along like 
Kapp'n, Rover and Timmy & Tommy, but 
it'll be more focused on the card-style 
amiibo beyond that. So what will be 
Nintendo's next big amiibo series driving 
collectors wild throughout 2016? | submit 
to you that The Legend of zelda will step 
into that spotlight. 

Nintendo's already officially revealed 
the first in this line: the Wolf Link amiibo 
(with Midna riding on top). It'll be 
included with The Legend of Zelda: 
Twilight Princess HD in March, and it'll 
have some secret usage in that game. 
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But do we really think this one figure will 
be a lone wolf? Of course not! Not with 
two more Zelda games scheduled for 
later in the year and so many more char- 
acter possibilities! 

My bet is that they'll double up on 
Smash playables early, giving us new 
figures of Link, Zelda and Ganondorf - 
you know, the usual suspects. (And Link 
needs a new pose anyway.) After that? 
Maybe branching out to some secondary 
characters like Impa, Skull Kid and Zant - 
others playable in Hyrule Warriors, you 
know. Linkle, the new "female Link" char- 
acter? She's a lock for sure. 

But just beware! A Zelda amiibo line 
would mean, yes, a Tingle amiibo would 
also be made. Kooloo-Limpah! - LUCAS 


PREVIEWS 


BRAVELY SECOND: 
E N D LAYE R Default again. 


MAKING THE ORIGINAL Bravely Default was a brave venture 
for Square Enix. While inspired by the Final Fantasy offshoot 4 
Heroes of Light, the game shed any connections to its Final 
Fantasy lineage for an entirely new world and cast, and it intro- 
duced a novel risk/reward dynamic to battles that helped further 
set it apart from the studio's other franchises. Fortunately, the 
venture paid off, and fans have been eagerly anticipating its 
follow-up, Bravely Second: End Layer, which will finally arrive on 
Western shores later this year. 

Bravely Second picks up two and a half years after the events 
of the first title. Agnes Oblige, the heroine of the original Bravely 
Default, has been working to establish a new era of peace for the 
world - but moments before she could sign a monumental peace 
treaty, she's abducted. With Agnes gone, the fate of Luxendarc 
falls on the shoulders of Yew Geneolgia, one of the warriors 
tasked with protecting Agnes, as well as Magnolia Arch, the sole 
survivor of a mysterious moon clan. 

Despite the new leads, Bravely Second doesn't stray very far 
from the first game, though it does add a few of its own new 
wrinkles to the gameplay. As its name implies, the "Bravely 
Second" combat ability will play an even bigger role in this adven- 
ture. With it, Magnolia can temporarily freeze time, adding 
another layer of strategy to battles. The game also introduces a 
number of new locations to explore, as well as a host of new voca- 
tions to assign to your party members, including the Fencer and 
healing-focused Bishop jobs. 

There are plenty of other tweaks and refinements to discover 
in Bravely Second, as well, which is shaping up to be one of the 
year's biggest 3DS adventures. European players will be able to 
return to Luxendarc on February 26, while the rest of us will have 
to wait a little longer! - KEVIN K. 
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Nikolai 

The Stalwart Aurochs, likewise serving the 
Crystal Orthodoxy. Stout of mind and unbending 
in will, Nikolai Nikolanikov stands before you! 
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YO-KAI WATCH 2 


The sequel already exists! (In Japan.) 


MOST OF THE time, after playing a new game and loving it, you 
then have to wait and wonder when and if a sequel will be devel- 
oped - and how long it will be before you get to play it. For Yo-kai 
Watch, though, there’s no mystery about the if, just the when! 

Yo-kai Watch 2 already exists in Japan, where it was released in 
2014 in three different versions: the Ganso and Honke editions 
that debuted as a pair in July 2014, and later the Shinuchi version 
that arrived in December that year. Yes, Yo-kai Watch took 
another page out of the Pokémon playbook and split its roster of 
catchable creatures into separate releases - while increasing the 
overall number of Yo-kai to about 450 from the original's 250. 

The 200-ish new arrivals are mostly brand-new spirits not 
encountered in the original adventure, but a few boss Yo-kai from 
the first game like Sproink (the giant bathhouse pig) become 
recruitable as well. Of course, your hero won't remember meeting 
them as bosses before, because Yo-kai Watch 2 kicks off with Nate 
(or Katie) having their memory erased! (Not to worry, though. 
They soon encounter Whisper again, get equipped with a new 
model of the Yo-kai Watch and leap straight back into ghost- 
finding and -friending adventures as normal.) 

Oh, and if you found making Yo-kai friends to be too difficult in 
the first game, there's a new battle feature included here that lets 
you target "sweet spots" on foes and raise your chances of 
recruiting them after the fight! 

So we know what to expect from the second Yo-kai Watch, just 
not when to expect it. Hopefully sometime this year! - LUCAS 
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POKKÉN TOURNAMENT 


New fighters (and a controller) confirmed! 


IT’S BEEN A while since | last checked in 
with Pokkén Tournament, but since my. 
initial preview roughly a year ago, a lot 
has changed. For one, I actually got to 
visit Japan for the first time and play it 
extensively in arcades! While | couldn't 
resist the call of authentic Cave shooter 
cabinet experiences, | made an effort to 
carve out some time and play Pokkén for 
at least an hour, and learned quite a bit. 

For one, | was actually quite surprised 
at how deep Pokkén was, and how 
diverse the cast is from a gameplay per- 
spective. Characters all have a distinctly 
different look and feel, and | was 
inspired to play every fighter in the 
game, discovering the nuances within. 
With a dedicated block button and a 
Smash Bros.-esque directional moveset 
system there's a lot to learn, including 
typical fighting strategies like wake-up 
games. 

In terms of recent developments, 
Sceptile has been confirmed, as well as 
Farfetch’d and Electrode in support form. 
Sceptile looks like a rather formidable 
foe, with a variety of ranged attacks and 
melee capabilities that extend far 
beyond the reach of many other fighters, 
in the form of broad slices. 

Shadow Mewtwo is also in as a 
playable combatant - he's a new version 
of the franchise's original ultimate 
villain, looking mostly like a darker 
recolor of the Psychic-type's standard 
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appearance. His tail now glows from 
some new inner light, and a new spike is 
jutting out of his shoulder. He’s also able 
to transform into a new version of his 
half-Fighting-type Mega Mewtwo X form, 
and seems set to be the ultimate 
opponent in this tournament. 

If you want to play as him, though? 
You'll need to pre-order your copy of the 
game, as that'll be the only way to guar- 
antee you'll get the Shadow Mewtwo 
amiibo card to unlock him immediately. 
(Though he'll be unlockable in-game 
without the card, too.) 

Finally, the actual Pokkén Tournament 
controller from the Japanese arcade 
edition is coming stateside, compliments 
of HORI. It'll retail at $24.99, but there 
are a few caveats you should probably be 
aware of. 

For starters, it will only work with 
Pokkén - it won't be supported in any 
other game. While it makes sense, it's a 
huge missed opportunity, right along 
with GameCube controllers only being 
supported in Super Smash Bros. 

Additionally, HORI is reporting that 
Player 1 must use the GamePad, as it 
provides the first player's perspective 
when fighting. Ergo, the second player is 
the only one who can use the HORI pad, 
implying that you cannot use two HORI 
pads at the same time - so two-player 
local matches seem like they'll always be 
uneven. It'll be rather unfortunate if this 
scenario ends up a reality, but with the 
Wii U edition still a couple of months 
away, anything can change. - CHRIS 


WHILE WE GOT some major 
Pokémon-related announcements in 
2015 - Pokkén Tournament coming to 
Wii U and Pokémon GO being the most 
notable - the one question that every 
trainer had on their mind was, 
"Where's Pokémon Z?" It'll have been 
three years since Pokémon X and Y 
were revealed to the world when this 
issue goes to press, and since then, 
we've traveled from Kalos to Hoenn, 
meeting a whole bunch of new Mega 
Evolutions on the way. But will that 
really be it for Generation VI? 

A bunch of revelations from The 
Pokémon Company have renewed 
speculation that a new Pokémon game 
along the lines of Crystal, Emerald or 
Platinum will be released sometime in 
2016. The first revelation: the true 
Zygarde, the final member of Kalos’ 
legendary trio, and the most likely 
version mascot for Pokémon Z. This 
past September, we found out that the 
Zygarde you're able to catch in 
Terminus Cave isn't its final Forme - in 
fact, it's only its 5096 Forme! The 
Complete Forme of Zygarde - which is 
said to be more powerful than both 
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Xerneas and Yveltal combined - is 
shown below. Zygarde also has three 
lesser Formes: Zygarde Cells, Zygarde 
Core and the doglike 1096 Forme, 
which are all appearing in the current 
season of the Pokémon anime - aptly 
named (in Japan) Pokémon XY&Z. It's 
the same way they teased Generation 
II with Togepi and Generation V with 
Zorua and Zoroark - they both 


appeared in the anime before appear- 


ing in games. 

The second and third revelations: 
Hoopa and Volcanion. Data miners 
found the code for these two in X and 
Y back when they were first released, 
but it wasn't until 2015 that they were 
officially acknowledged. Hoopa, the 
mascot of 2015's movie, is a Psychic/ 


Ghost-type who turns into the Psychic/ 


Dark "Hoopa Unbound" (pictured 
above left) when given a special item 
in Omega Ruby and Alpha Sapphire. 


Volcanion, the 721st and currently last 


Pokémon in the National Pokedex 
(pictured above right) was officially 


revealed by The Pokémon Company in 


mid-December. It is the first Water/ 
Fire-type Pokémon, and will be the 
mascot for 2016's movie. 

So if Pokémon Z is in fact coming 
out, what would it include? First: It 
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POKÉMON Z VERSION? 


would have to include all the Mega 
Evolutions introduced in Omega Ruby 
and Alpha Sapphire - and maybe 
some new ones. Second: the Battle 
Frontier, which made its first appear- 
ance in Pokémon Emerald. You can 
see a "Coming Soon!" scale model of 
the Frontier if your character visits the 
Battle Resort in Omega Ruby and 
Alpha Sapphire, which spawned 
rumors of eventual DLC. Third: Data 
miners have also found a special 
version of Floette (the companion of 
AZ) carrying a different flower and 
wielding a unique attack. Will there be 
a new chapter in AZ’s long and sad 


story? Fourth: potential compatibility 
with Pokémon GO, said to be launch- 
ing in 2016 as well. Imagine being able 
to link your Pokémon Global Link or 
Pokémon Bank account to a Pokémon 
GO account, and be able to import 
your Pokémon from your 3DS games 
into Pokémon GO to catch 'em all on 
your vacation travels! Fifth: What 
about that strange ghost girl you 
encounter in Lumiose City? And that 
strange message left at the TMV 
station? And the locked doors at the 
Power Plant? And the Strange 
Souvenir you get from the backpacker 
at the hotel? There are so many mys- 
teries in Kalos that have yet to be 
solved... 

Hopefully, the wait for Pokémon Z 
won't be 3,000 years! 
- REBECCA 
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SONIC BOOM: 
FIRE & ICE 


“It'll be ready when it’s ready!” 


ANNOUNCED LAST JUNE, Sonic Boom: Fire & Ice not only 
looked to be Sega’s traditional holiday installment in the long- 
running franchise, but also a commitment to the Boom offshoot of 
the core Sonic games that floundered among consumers, critics 
and fans alike. Even so, the company decided to take the better- 
received of the two previous games - Sonic Boom: Shattered 
Crystal on 3DS - and double-down by throwing all their effort 
behind a second installment that follows in its footsteps. 

However, following in Shattered Crystal's footsteps doesn't 
mean this will be a simple retread. Sega says they've taken in the 
critics’ feedback and are making changes accordingly, such as 
toning down the exploration-based elements of the original in 
favor of more linear, speed-based routes through shorter levels 
that still contain some options for looking around for those who 
want it. Those who do take advantage of this aspect of Shattered 
Crystal will be rewarded with collectibles such as unlockable char- 
acters. Other changes made include the addition of Amy Rose to 
the playable cast, as well as the titular Fire and Ice elements that, 
like the characters, can be switched on the fly and used to 
enhance their abilities. 

The game was originally slated for a holiday 2015 release, but 
was instead delayed "to make sure the game has the time and 
polish needed." Sega has reaffirmed a commitment to ensuring 
the quality of their games recently, and this move is a huge testa- 
ment to that, as the delay to an unspecified 2016 debut date even 
caused them to miss the tie-in kids' meal promotion at fast food 
chain Carl’s Jr./Hardee’s, which went on without them. - DAVID 
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MARIO & SONIC 
AT THE 2016 RIO OLYMPIC GAMES 


The crossover rivalry continues . . . in Brazil! 


MARIO AND SONIC are back to do 
what they do best! (No, they’re still not 


having that crossover platforming adven- 


ture everyone wants - they're back to 
play some more Olympic sports.) But 
wait! Before you zone out and disregard 
anything else I'm going to say, let me be 
frank with you - the last Summer 
Olympics edition of Mario & Sonic was 
actually really good fun on Wii, and it 
brought the best selection of events to 
the series. From a large array of athletic 
sports to football/soccer, it's clear there 
was a lot of effort put into it. | even 
adored the party modes they included, 
which was pretty rare for me. 

If the Wii U version can live up to 
those standards, we should be guaran- 
teed another good time - but the fact of 
the matter is that Nintendo and Sega 
have been incredibly silent on the 
console release. They've been focusing 
on the 3DS version first instead, which 
could turn out to be the first genuinely 
good Summer one on the handhelds. 

There are 14 official events like 
Archery, Boxing, BMX and more, while 
all-new for this sequel are Golf and 
Rugby. AII the sports will also get the 
Dream Events treatment, which doubles 
the amount of content available in the 
game. It's quite ambitious — but the fun 
doesn't stop there. 
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There will be a Story mode in which 
you'll choose between gyms run by 
either Mario or Sonic - depending on the 
side you pick, you'll get different training 
exercises to tackle. Once you complete 
those, you can earn a Mii costume that 
earns you special stats. 

That's another big draw this time, as 
there are 270 costumes in total to collect 
for your character! It's a huge variety of 
dress-up options for making yourself 
look great in any arena. But if you don't 
care about your Mii's wardrobe, no 
worries - the game offers 40 playable 
characters between the two factions, so 
you'll easily find one that you'll like. 
From fan favorites like Rosalina to more 
obscure mascots like Zavok (from Sonic 
Lost World), there's enough to keep any 
Mario or Sonic fan happy. 

While the game won't support online 
multiplayer, you will be able to submit 
your scores to a selection of online lead- 
erboards - this will allow you to compete 
with your friends for the best runs and 
show them who's boss. If you're playing 
locally, though, you'll only need one 
game card to start up the multiplayer on 
the 3DS version. That's simply fantastic, 
as it will allows everyone with a 3DS, a 
New 3DS or a 2DS to join the fun. 

Mario & Sonic at the 2016 Rio 
Olympics Games will launch on 3DS in 
Japan in February - then we'll wait for 
word on both the Wii U edition and inter- 
national release dates! - DAAN 
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METROID PRIME: 
FEDERATION FORCE 


Please, consider the track record. 


SINCE IT WAS first revealed at E3 
2015, Nintendo has been awfully quiet 
about Metroid Prime: Federation 
Force - but considering the over- 
whelmingly negative reception to the 
game, that's no surprise. We can only 
peculate as to what's happening 
ehind the scenes with Nintendo, 
roducer Kensuke Tanabe and devel- 
per Next Level Games on this one, 

ut it's extremely likely that the com- 
aints were heard and the next time 
we see this game, it will be more 
clearly shown, with less emphasis on 
the Blast Ball side mode and more 
placed on its more overt Metroid ties. 
So what do we know about Federation 
Force as we begin 2016, a year that 
was supposed to begin with this 
game's launch? The answer is simple: 
not much. 

First off, at E3 2015, Federation 
Force was slated to come out in early 
2016. Clearly, as of writing, there's no 
way that's happening. But also, at E3, 
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Mario & Luigi: Paper Jam was set for 
Spring 2016 and that got bumped up 
by several months - it'll already be 
out as this issue lands in your hands. 
It's not crazy to think that Paper Jam 
and Federation Force sort of switched 
places on the release calendar. 

The biggest portion of Federation 
Force that we've seen is Blast Ball, 
which is a 3-0n-3 soccer-like game that 
was born out a training mode for the 
adventure. Blast Ball is super similar 
to the 2015 sensation Rocket League, 
as it involves players controlling first- 
person characters firing at a soccer 
ball and trying to knock it into the 
opposing goal. It's not too deep, but as 
a bonus multiplayer mode, it's fine, 
seemingly striking a similar chord as 
the multiplayer in Metroid Prime 2. 

The core gameplay in Federation 
Force will put you in control of your 
very own Galactic Federation trooper. 
At the start, you'll go through training 
and get prepped for your exploratory 
missions to three different planets. 
Each planet will contain more than 10 
missions apiece, with there being 


about 60 missions total. It's not yet 
known if each planet will have totally 
different terrain, but so far we've seen 
both ice and desert worlds. 

The missions can be tackled with a 
team of up to four players, likely with 
online and local multiplayer being 
options. Each player can bring in their 
own weapons and gear, which range 
from power-packed offensive weapons 
like Super Missiles to ally-assisting 
health packs. It looks like this main 
mode could be a further development 
of some of the ideas that Next Level 
explored in the co-op multiplayer of 
Luigi's Mansion: Dark Moon. From 
what we've seen of the game from E3 
2015's Treehouse Live segments, the 
gameplay is heavily focused on coop- 
eratively completing missions and 
defeating enemies. 

The series' namesake Metroids will 
be foes in missions, of course. 

As for the other 
known quantities 
in the Metroid 
universe, we 


do know that Space Pirates will be 
villains again, as the story unfolds 
once the Galactic Federation discovers 
those claw-handed rogues are up to 
no good. Samus Aran is also set to 
make an appearance, but likely a 
non-playable one, as the emphasis will 
be placed on how Galactic Federation 
troops view the fabled bounty hunter. 
Lastly, the bounty hunter Sylux, who 
appeared in Metroid Prime Hunters, 
might show up in some capacity. 

We should hopefully find out more 
about Metroid Prime: Federation 
Force soon, but until then, all we can 
do is hope and trust that Nintendo and 
Next Level Games are making the best 
game they can, even if it isn't the tra- 
ditional Metroid game people are 
clamoring for. Next Level can be 
trusted - just look back on the magic 
they made with Luigi's Mansion: Dark 

Moon and Punch-Out!! on Wii. 
With that track record, 
Metroid's in good 
hands. - NEAL 
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THE NINTENDO NX 


Nintendo's next system is still shrouded in mystery. 


NINTENDO HAS HAD a rough go of 
things this generation. When the 3DS 
first came out, it really seemed to 
struggle with finding a place in the 
market. Gamers saw the portable as a 
device that focused on 3D visuals first, 
and the implementation of that 
feature left numerous people feeling 
less than convinced. Thankfully, 
Nintendo turned things around and 
slowly convinced the masses that their 
latest portable was worth checking 
out. 

Sadly, the Wii U has had an even 
tougher lifespan so far. After the gran- 
diose success of the Wii, Nintendo 
seemed poised to have another 
massive platform on their hands. They 
were continuing along with the Wii 
name - but from that very announce- 
ment of the console's name, it seemed 
everyone was left confused. Gamers 
didn't know what the Wii U was, nor 
did they understand that it was a com- 
pletely new system and not just an 
add-on for the existing Wii. Even the 
gaming press was left befuddled after 
the initial reveal! It was that unclear 
messaging that's stuck with the Wii U 
for multiple years, and unfortunately 
it left a rather insurmountable hill for 
the console to climb. 

The good news is, it's not like 
Nintendo hasn't faced struggles 
before. They've dealt with software 
that's missed the mark and hardware 
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that didn't really light the sales charts 
on fire - and as many a Nintendo fan 
knows, Nintendo is at its absolute best 
when they're a little down and out. 
Once again, the huge success of both 
Wii and DS followed up Nintendo's 
previous platforms: the modestly suc- 
cessful GBA and the under-performing 
GameCube. Nintendo learns from their 
past mistakes and comes at gamers 
full steam ahead with their new ideas. 
That brings us up to this very 
moment in time. Nintendo has con- 
firmed (and reconfirmed) that they've 
been hard at work on their new NX 
platform, but everyone's champing at 
the bit to find out what it actually is! 
Right now, we're in that really 
unclear period in hardware history — 
the in-between time when a company 
has confirmed work on new hardware, 
but hasn't yet given out any hard 
details. That's what Nintendo has done 
with the NX. We have 10096 confirma- 
tion that a platform is in development 
and that we'll be hearing a lot more 
about it this year, but as far as cold, 
hard facts go, that's really all we have 
to go on! We don't even know if this 
platform is going to be a console or a 
handheld, as there have been mixed 
messages along the way. There have 
also been rumblings that the NX could 
end up being a handheld and console 
device, all in one! But again, this is an 
element that Nintendo has never 


outright confirmed (or denied). 

The biggest source of information 
pertaining to the NX comes from the 
world of patents. There are plenty of 
dedicated Nintendo fans, but some are 
so eager to hunt down new details on 
the Big N's latest projects that they 
scour the thousands of patents that 
Nintendo has filed. They even go so far 
as to research patents published by 
Nintendo's employees under their own 
individual names, as Nintendo likes to 
try and hide some of their patents in 
plain sight! These patents showcase 
info that may never see the light of 
day - or could give us a glimpse into 
what the NX will offer. The patent 
causing the most excitement recently 
showcases a controller that includes a 
free-form, non-rectangular screen and 
a slot for some sort of storage media. 
This would mesh nicely with the hybrid 
portable/console rumors out there, 
but it will be some time until we get 
any confirmation from Nintendo. 

While this point in time may not be 
chock-full of concrete information on 
the NX, it's also one of the most 


exciting. There's so much that we don't 
know, and so much to be revealed in 
2016! Have fans truly hit upon some of 
the aspects of the NX through patent 
hunts? Are the rumors of a hybrid 
platform nothing more than specula- 
tion? We don't even know for sure if 
the NX is going to launch this year! For 
now, we have to keep sifting through 
documents and holding our ears to the 
ground to hope for any faint murmur 
of information. When Nintendo wants 
us to know more about the NX, you 
can be sure they'll trumpet it far and 
wide. 

The Big N has taken some nasty 
bumps and bruises this generation, 
but we're willing to bet they're coming 
back with a true knock-out punch with 
the NX... whatever it is! - KEVIN C. 


GENEI IBUN ROKU #FE 


The crossover between Shin Megami Tensei and the Fire Emblem series 
has launched in Japan. So have some hands-on Impressions from Daan! 


CROSS-COMPANY CROSSOVERS 
are the stuff that dreams are made of. 
We saw it with Hyrule Warriors, and 
with Professor Layton vs. Phoenix 
Wright - both games that fused 
together characters and gameplay 
elements in the way you'd expect. 

That isn't the case with Genei Ibun 
Roku #FE. This game mixes elements 
from Atlus' Shin Megami Tensei games 
and Nintendo's Fire Emblem series, 
but the result is an adventure that 
doesn't fit into the mold of either. 

If anything, the world's closer to 
the ones you'd find in a Persona game. 
It takes places in modern Tokyo, 
where you take control of Itsuki Aoi, a 
17-year-old high school student. I feel 
that he's the most relatable out of the 
whole lot - while he's confident, he 
doesn't seem interested in the enter- 
tainment industry, which plays a huge 
role during the adventure. Early on, he 
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bumps into friend and classmate 
Tsubasa Oribe, who dreams of one day 
becoming a popstar. Both head to an 
idol contest and everything seems fine 
at first, but things go awry rather fast. 

Tsubasa and the other participants 
are captured and dragged into a mys- 
terious parallel world, while, for good 
measure, all the innocent bystanders 
attending the show have their life 
energy stolen. How lovely. 

Itsuki somehow survives and gives 
chase to save Tsubasa. He passes 
through a magical gate and finds 
himself at the entrance of a dungeon - 
which is a strong Shin Megami Tensei 
element. The big difference here is 
that every dungeon is based around a 
twisted and surreal aspect of the 
Tokyo landscape. The first dungeon 
gives you an overall glimpse of the 
entire Tokyo area with ominous lights 
and pathways. It looks absolutely 
stunning - a true feast for the eyes. 

After some cutscenes and sinister 
dialogue, you catch up with Tsubasa. 


Two evil-looking creatures are about 
to strike her down, but then Itsuki's 
chest is flashing. Out of nowhere, a 
bright orb of light appears and our 
boy wonder does the most logical 
thing — he grabs the orb and throws it 
directly into his opponent. He frees 
Chrom (Fire Emblem: Awakening) from 
the darkness that engulfed him and 
uses Tsubasa's energy to set Caeda 
(Fire Emblem: Shadow Dragon) free as 
well. They aren't the usual characters 
that you know and love though - 
within #FE, they're known as Mirages, 
and they'll aid the couple in battle. 

By combining their powers, Itsuki 
and Tsubasa are given weapons and 
outfits that closely resemble the Fire 
Emblem characters' looks. They take 
over the warriors' abilities, using their 
moves to destroy evil Mirages. 

The battle system is your typical 
turn-based party combat fair. You can 
use basic attacks, but there are 
stronger attacks that take advantage 
of specific weapons, similar to the Fire 
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Emblem games. (The well-known 
Weapon Triangle is strongly in play 
here, but there's more to it than that.) 
Shin Megami Tensei's element-based 
moves are also present, which 
broadens the amount of actions you're 
capable of. You also have to keep a 
keen eye on every enemy, in order to 
pinpoint what their weaknesses are. 

This side of the game is rewarding. 
using exploits to your advantage is 
critical to make any sort of progres- 
sion through the game. 

By battling it out, you'll also 
discover that various party members' 
attacks can work together. These 
Session Attacks are highlighted while 
you're plotting your next move - the 
icon of another character will smile, 
indicating that this would be the best 
course of action to take. Seeing the 
characters work together is magical, 
and their attacks only get crazier, 
more dramatic and more cinematic as 
you move along. 

I'm still only just getting started 
with Genei Ibun Roku #FE, but what 
I've played so far has left me wanting 
more. The battle system is great, the 
story is totally ridiculous and I’ve got 
J-pop music bursting through my 
speakers! I'm quite all right with that, 
to be honest. - DAAN 
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FIRE EMBLEM FATES: 


BIRTHRIGHT 


Choose the bonds of blood... 


IF YOU'RE STILL undecided about 
which of the two editions of Fire 
Emblem Fates to pick up and play 
first in February, we're here to help 
by talking about their differences. 
First up: Birthright. It's the typical 
Fire Emblem experience, starting 
its story with your decision to stand 
by your siblings of the Hoshido 
family, fighting for the kingdom in 
which you were born. Despite not 
having had contact with them in 
years, you instantly feel at home 
and help them hatch a daring plan 
to rid the world of Nohr's dark 
ruler, King Garon - but that's easier 
said than done. There are plenty of 
missions and story beats to go 
through, each of which brings back 
some rather painful memories. 
Outside of the new setting, there 
are fundamental changes made to 
how Birthright plays, compared to 
Fire Emblem: Awakening. While the 
game features a world map, you 
won't be traveling on it and just 
picking what strikes your fancy 
next. Instead, missions are pre- 
sented in a linear order, to ensure 
that the story progresses along the 
proper path. While this impacts the 
game's replayability somewhat, 
there are thankfully several side- 
quests included, and these can be 
enjoyed at your own leisure. They 
will allow you to grow characters at 
a steady pace and finish the game 
faster - if you're skilled enough. 


PUBLISHER: NINTENDO 
DEVELOPER: INTELLIGENT 
SYSTEMS RELEASE: FEBRUARY 19, 2016 
(NORTH AMERICA); TBA 2016 (EUROPE) 
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Birthright is certainly made with 
the new audience that jumped in at 
Awakening in mind. Many of the 
systems and options from that 
game are still here, and having 
pairs of characters work together 
has become even more important. 
Weapons won't break any longer 
though, which is weird. The only 
thing you're limited to is what you 
actually purchase - you can't buy 
an endless amount of high-end 
weapons any more, which forces 
you to be smarter with money. 
Luckily, there are plenty of chances 
to earn money within the missions. 

Birthright's the most approach- 
able Fire Emblem game yet, with 
an even more expanded array of 
options for beginners than 
Awakening had. If you're a newbie, 
this is the place to start. - DAAN 


FIRE EMBLEM FATES: 


CONQUEST 


...or the family you were raised by. 


ON THE OTHER side of the 
spectrum is Conquest, in which Fire 
Emblem takes a darker turn. You 
choose to follow the Nohr clan, who 
took you in as their own, into battle 
- to fight against your blood rela- 
tives, the Hoshido. Friendship is 
stronger than family ties here, but 
interestingly, the ultimate goal is 
the same as in Birthright: You're 
also trying to get rid of King Garon. 
He doesn't seem like himself any 
more, and your adopted brothers 
and sisters trust him less and less 
with each passing day. 

Conquest is way more restrictive 
than Birthright in every single way 
- it's an adventure not at all suited 
for a Fire Emblem newbie, as true 
experience with how to best play 
strategy games is necessary. The 
missions themselves have multiple 
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NINTENDO 


THE MOMENT OF DECISION 


So here it is - the choice lies before you. Fire Emblem Fates is centered on 
new hero Corrin being torn between worlds, forced to decide whether to side 
with the Hoshido or the Nohr. The real decision, of course, takes place when 

you're standing there at the GameStop counter, Best Buy game section (or 
Amazon webpage, from the comfort of your home) - buying Birthright means 
you're picking the Hoshido storyline, and picking up Conquest means Nohr is 

the family for you. But regardless of which cartridge you choose, you'll be 
offered the option to play through the opposite storyline without a separate 
physical purchase - an in-game fee of $20 will allow access to the other side. 
And don't forget there's a third version called Revelation on its way too! 


objectives to keep you on your toes 
- you'll be asked to win a battle 
within a time limit, seek out a 
certain enemy on the battlefield or 
defend a certain part of the map, 
none of which is in Birthright. The 
missions are truly challenging — 
every move counts. 

Next, the harsher conditions - 
like how you're severely limited on 
how much XP you can earn during 
one run. None of the missions that 
you come across are replayable, 
and there aren't any sidequests to 
improve your abilities throughout 
the run. You'll have to focus during 
story and castle defense missions, 
always paying close attention to 
improving your characters' skills 
while you have the chance. Money 
is also limited, meaning you have 
to manage it even more closely 
than when playing Birthright — 
buying the right weapons for your 
characters is way more stressful, 
considering there's no easy way to 
regain any misspent funds. 

Oh, and Conquest's storyline is 
so challenging that picking a lower 
difficulty setting doesn't really 
make it any easier. Scared off yet? 

My advice? I'd suggest any new 
players - or even veterans, really - 
hold off on tackling Conquest until 
after Birthright, so you're more 
prepared for what's to come. But if 
you're a glutton for punishment, by 
all means, go Nohr first! - DAAN 


PUBLISHER: NINTENDO 
DEVELOPER: INTELLIGENT 

SYSTEMS RELEASE: FEBRUARY 19, 2016 
(NORTH AMERICA); TBA 2016 (EUROPE) 


COMIC BREAK 


The Uoshido Family is vp 26 
points, but the Nohr Family 
has a chance to steal! 


Lf they can get the 
#1 answer they can win the 
game and move onto the bones 
round! 


VEE 


Nohrs win! 


BY PATRICK CHIN CHEONG - TO SEE MORE, VISIT DROMEP.DEVIANTART.COM 
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Games that are promised to be released on certain dates, then get delayed by weeks, months or even years. Games with 
text that needs to be translated, and the process just takes forever. Games that skip some regions entirely, only to finally 

be launched in an entirely different hardware era, sometimes decades later! Yes, there are many reasons why great games 
might not make it to market as quickly as we would like them to. But, if they end up great, they've been worth the wait! 


MIGHTY NO. 9 


WHEN YOU'RE TRYING to quantify just how long the wait was for any given video game in 
the past, there are a lot of different measurements you could make. 

You could count the span of years, months and days between the date when the game was 
first announced and the date it finally went on sale. For example, Mega Man 9 was revealed in 
June 2008 and went on sale the following September, so you could say the wait for it was three 
months. 

You could trace things back further in the case of long-running series, counting the days 
starting with the release of the previous sequel. With that same example, Mega Man 9 came 
out 11 years and eight months after Mega Man 8 - that makes the wait seem much longer. 

Or you could count the days between what a game's original release date was supposed to 
be and when it actually ended up being launched, after being hit with delays. Mega Man 9 
doesn't work as an example of that scenario, though - it never got delayed after its reveal. The 
new Mighty No. 9, though? It works just fine. 

Altogether, if Mighty No. 9 hits its new February 9 launch date, we will have waited 10 
months since its original Kickstarter-promised arrival estimate of April 2015. Or you could think 
of it as two and a half years of waiting, since that Kickstarter first revealed the game in August 
2013. Or, if you want to trace it back to the last classic Mega Man game (as many Mega fans are 
doing while embracing Beck as his successor), it's been nearly half a decade. 

It all depends on your frame of reference - so keep that in mind as you read through the 
rest of our picks of great games from Nintendo history that were worth their waits! - LUCAS 


WAIT TIME: TWO YEARS, SIX MONTHS (WE HOPE) 
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NINTENDO 
GAMECUBE. 


THE LEGEND OF 
ZELDA: THE WIND 
WAKER 


KICKING THINGS OFF is a relatively 
short delay, as The Wind Waker was meant 
to be a Holiday 2002 release but slipped to 
early 2003. At the time, it was another 
blow to the already damaged reputation 
the game had been saddled with. 

Each new installment of the Zelda series 
carries with it the weight of fan expecta- 
tions, but The Wind Waker had more to 
prove than any other game in the fran- 
chise. As David discussed back on Page 31, 
fans predicted that they’d be seeing an 
evolution of the Space World 2000 tech 
demo battle between Adult Link and 
Ganondorf when it came time for The Wind 
Waker to be fully revealed — but as it turns 
out, they couldn’t have been more wrong. 
Link’s new cel-shaded look debuted 
instead, and it was immediately met with 
pure, unfiltered criticism. Many derisively 
referred to the new game as "Celda," and 
the backlash was so severe that Nintendo 
refused to reveal anything else about it 
until fans could try it for themselves. 

Fortunately, the end result exceeded 
everyone’s expectations. Wind Waker may 
have looked radically different, but it was a 
Zelda epic through and through. The minor 
delay before its launch in 2003 stung a bit, 
but perhaps the real delay with The Wind 
Waker has been in the years it’s taken for 
people to come around to the truth that it 
really is a great game - even if it wasn’t 
what anyone was expecting. - KEVIN K. 


WAIT TIME: 
FOUR MONTHS 
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LUIGI'S MANSION: 
DARK MOON 


NOT MANY PEOPLE were clamoring for 
a sequel to Luigi's Mansion - so when 
Nintendo announced one, there was plenty 
of surprise and delight, but not much in the 
way of crazy hype and excitement. That's 
understandable, especially for what we 
thought was a one-and-done series. 

As such, when Nintendo pushed back 
Luigi's Mansion: Dark Moon from the 2012 
holiday season to the first half of 2013, it 
caused more concern than frustration. For 
starters, a new developer had taken the 
reins for the handheld sequel. Instead of 
Nintendo internally developing the ghost- 
busting adventure game, Next Level Games 
was put in charge. 

Now the studio wasn't a total unknown 
to Big N fans - they'd previously created 
Punch-Out!! and Mario Strikers Charged on 
Wii. But that's still a big change. On top of 
that, Nintendo and Next Level threw out 
the dual-analog controls of the original! 
That was scary. The first game almost 
served as an extended tech demo for the 
two sticks on the GameCube controller and 
seemed integral to the experience. Could a 
handheld entry actually work with just the 
Circle Pad? 

Thankfully, the answer was yes. And in 
fact, Next Level not only delivered with 
Luigi's Mansion: Dark Moon, but the sequel 
blew away the original with more personal- 
ity, more mansions and more fun. Nintendo 
never officially commented on the game's 
delay, but it's not hard to imagine the extra 
time led to further polish for the entire 
experience, including new additions to the 
series - like online multiplayer. 

Most importantly, though, Dark Moon's 
late arrival allowed the game to headline 
The Year of Luigi! Anything that gives 
Mario's underappreciated brother more 
time in the spotlight is fine by us. - EVAN 


WAIT TIME: 
FOUR MONTHS 


DONKEY KONG 
COUNTRY: 
TROPICAL FREEZE 


SO GAMERS WHO’D asked Santa to 
deliver the gift of The Wind Waker for 
Christmas 2002 got the gift of disappoint- 
ment instead, and then the same thing 
happened for all of the Luigi fans who'd 
hoped to spend their holidays hunting new 
ghouls in 2012. Let's just tie a bow on this 
trend with a third example of the exact 
same kind of delay, shall we? Donkey Kong 
Country: Tropical Freeze was meant to be 
in stores before Thanksgiving in 2013, but 
instead it slipped all the way back past 
Valentine's Day the following year. (Any 
later than that and it would have ended up 
in Spring, and its whole wintry theme 
would have just been a terrible waste.) 

We heard directly from President Iwata 
that this bump-back wasn't just because 
the company wanted to spread out release 
dates to cover games in the schedule (as 
some fans thought might be the case, since 
Super Mario 3D World was also launching 
that same Thanksgiving). Rather, the extra 
time was spent polishing the game further. 
The developers simply needed more time! 
And that's always a valid reason when 
the final result turns out to be so spectacu- 
lar. Tropical Freeze is a phenomenally 
gorgeous platformer - truly one of the Wii 
U's best-looking titles — and its gameplay is 
atrue next step up from its predecessor, 
Donkey Kong Country Returns. Looking 
back on it makes me wonder when the next 
one will be! I'll start waiting now. - LUCAS 


WAIT TIME: 
FOUR MONTHS 
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BANJO-KAZOOIE 


SOMETIMES WHEN AN artist sits down 
to draw, they produce the perfect sketch 
on the first try. Sometimes it takes longer, 
as a pile of unused ideas grows in the 
wastebasket. Through working and rework- 
ing an idea, they can finally determine 
exactly what it is they want to say - even if 
he end result is miles away from where 
hey started. Such is the case for Banjo- 
Kazooie, or, as it was once known, Dream. 

Originally slated for the Super Nintendo, 
Dream was an RPG set in a fairy tale world. 
t starred Edison, a young swordsman who 
battled a band of pirates bent on building a 
fleet of unstoppable airships. But when the 
SNES lifespan neared its end, Rare looked 
oward the Nintendo 64. 

Rebuilding the project, the new 3D 
version of Dream focused more on the 
pirates and introduced a new band of vil- 
ainous seafaring rogues. This, however, 
hrew Edison's relevance into question - as 
a kid with a wooden sword seemed out of 
place in this new setting. It was then that 
the team tried out new designs for a hero, 
finally settling on a cartoon bear. 

Banjo the bear was given a backpack to 
hold all his items, which was eventually 
used to house a bird sidekick who justified 
his double-jump ability. Almost every itera- 
tion of the game stuck to a 2D plane until 
Rare saw an early build of Super Mario 64 
- they realized that this would be the new 
model for 3D gaming, and once again 
Banjo's adventures were reworked. Within 
a week, the first version of what we know 
now as Banjo-Kazooie was completed - so 
what had started as a 2D fairy tale RPG 


finally found life as a 3D exploration adven- 


ture starring a bear and a bird. 

Was it worth the wait? Well, think of it 
this way - had Rare stuck to their original 
idea, we never would have had Banjo- 
Kazooie in the first place! Sometimes it just 
takes a little tinkering before you find that 
extra little spark that will bring your 
project to life. - LINDSEY 


WAIT TIME: 
EIGHT MONTHS 
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PIKMIN 3 


WHEN PEOPLE TALK about their most 
treasured Nintendo franchises, Pikmin 
doesn't come up all that often. And you 
know what? That's a pretty big shame, as 
it's definitely earned its way into the hearts 
of many gamers out there with three solid 
iterations - most notably, Pikmin 3. 

In case you aren't aware, the third game 
in the series had a rather tumultuous 
development cycle. Initially hinted at in 
2007, it was confirmed a year later, and 
subsequently delayed for three more years 
so development could be shifted to the Wii 
U. Many started to believe that the project 
had been canned entirely, but finally, in 
mid-2013, Pikmin 3 made it out to market. 
And I'm sure glad it did. 

Simply put, it's a sheer refinement of 
the Pikmin formula, and the pinnacle of the 
series. The new Pikmin types — Rock and 
Winged - are brilliant, but don't add so 
much to the game that any individual type 
feels less useful. It also features my 
favorite campaign yet, with inventive boss 
fights, new characters and wonderfully 
intricate level designs. With added Wii 
U-centric features like additional control 
methods (Wiimote, GamePad, Pro 
Controller) and Off-TV Play, it excels even 
further past the prior GameCube titles. 

But truly, my favorite part of the 
package is multiplayer, because to this day, 
I still play Bingo Battle mode with my wife. 
The procedurally generated nature ensures 
that every single session is different, and 
the gameplay really comes together. It was 
worth the wait, and then some! - CHRIS 


WAIT TIME: 
NINE MONTHS 


SUPER MARIO 
SUNSHINE 


IT’S ALWAYS A a daunting prospect fol- 
lowing up a beloved game, let alone one as 
groundbreaking as Super Mario 64. Despite 
launching alongside the Nintendo 64 and 
effectively creating the 3D platformer 
genre, Mario made surprisingly few 
appearances on the console (outside of a 
few detours into sports and party games). 
Rumors had long persisted that Nintendo 
was hard at work on a sequel to Super 
Mario 64, but aside from occasional vague 
mentions by Mr. Miyamoto, nothing sub- 
stantial was ever shown of the title. 

Ironically, this lack of information only 
served to stoke anticipation even more, 
and fans were expecting nothing less than 
another revolution whenever Nintendo did 
finally unveil its follow-up to Super Mario 
64. That’s why many were bemused when 
that follow-up turned out to be Super 
Mario Sunshine, an island-themed plat- 
former that looked more iterative than 
groundbreaking. 

Even with its relative lack of innovation, 
though, Super Mario Sunshine was still the 
game fans had spent the entire N64 life 
cycle waiting to see, and it could have cata- 
pulted the GameCube to success on Day 1 
of its era - had it been available then. It 
wasn't, as for whatever reason, it wasn't 
ready yet! The Cube launched instead with 
Luigi as the marquee Mario brother with 
his first Mansion adventure, and early 
adopters had to wait another nine months 
before Sunshine finally saw the light of day 
in August 2002. - KEVIN K. 


WAIT TIME: 
NINE MONTHS 


SUPER MARIO 64 


AS SEGA AND and Sony went to war in 
the marketplace for dominance in the 
32-bit arena, gamers the world over waited 
with bated breath to see what Nintendo's 
Project Reality would have to offer when it 
finally debuted its entry into the fifth gen- 
eration of home video game hardware. 
Both rival platforms debuted in Japan in 
1994 and arrived in North America in April 
and September of 1995, respectively. The 
Nintendo Ultra 64 was poised to arrive that 
same year — but was delayed to April 1996 
as the "Ultra" was dropped from its name, 
and then once again to September 1996. 
(Thankfully, they didn’t drop any more of 
the name with the second delay.) 

When Nintendo's last cartridge-based 
console finally arrived on store shelves, it 
brought with it three games at launch: 
Pilotwings 64, the Japan-exclusive video 
board game Saikyo Habu Shogi, and finally, 
last but not least, Super Mario 64 — which, 
incidentally, was the first console Mario 
game not to be a pack-in. 

You could argue that Super Mario 64 
was all Nintendo really needed at that 
point in time; the game was effectively a 
media darling, being the focus of countless 
covers and multipage previews in the many 
months leading up to the console's launch. 
It so revolutionized the idea of gameplay in 
a 3D space that any new games (like Tomb 
Raider) were typically accompanied with 
the tagline "Super Mario 64 killer?" in the 
years that followed. It was simply the one 
to beat, and the entire medium has not 
been the same since. 

Part of the 3D revolution brought about 
by Super Mario 64 and the N64 was due to 
the standard inclusion of an analog stick in 
the center of the somewhat-perplexing 
controller. There was the inclusion of four- 
player controller inputs right out of the box 
and the later addition of force feedback. 

Was the Nintendo 64 worth the wait? If 
you enjoy video games today, then can the 
answer be anything but "Yes!"? - DAVID 


WAIT TIME: 
ONE YEAR 
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THE LEGEND OF 
ZELDA: TWILIGHT 
PRINCESS 


BACK ON PAGE 31, we explained the sig- 
nificance of The Legend of Zelda: Twilight 
Princess HD receiving a graphical upgrade 
following the then-disappointment that 
followed The Wind Waker. Now read on for 
the rest of the story! 

The then-otherwise unnamed "The 
Legend of Zelda" for the GameCube was 
announced to much fanfare at the end of 
Nintendo’s 2004 Electronic Entertainment 
Expo press conference, and fans waited 
with bated breath for any new information 
about that title that would arise. As the 
game came to miss its originally planned 
November 2005 release, fans became sus- 
picious that maybe Nintendo was planning 
to release it for the "Revolution" as well - if 
not drop the GameCube version altogether. 
Their suspicions were proven correct as 
Nintendo revealed that Twilight Princess, 
now with motion-controlled sword slashing 
and pointer-based targeting, would be the 
first Zelda game to launch with one of their 
consoles - and that the original GameCube 
version would come a few weeks later, as 
2006 drew to a close. 

The wait apparently didn't hurt fans too 
much, as Twilight Princess - along with Wii 
Sports, of course — helped launch the Wii 
phenomenon with a bang as one of the 
most acclaimed games of the year. It was a 
shrewd tactic, which has led many of us to 
wonder if the same thing is being planned 
for the Wii U's Zelda and the NX. - DAVID 


WAIT TIME: 
ONE YEAR 


THE LEGEND OF 
ZELDA: OCARINA 
OF TIME 


SO TWILIGHT PRINCESS got bumped 
back from 2005 to 2006, just like The Wind 
Waker got bumped back from 2002 to 
2003. So was it just the GameCube Zeldas 
that had trouble making their deadlines? 
Of course not! The trend got started years 
earlier, with the myriad delays that 
plagued "Zelda 64." 

That's what The Legend of Zelda: 
Ocarina of Time was called for the entirety 
of 1997, which was the year when we 
thought it was going to arrive - Nintendo 
Power and the earliest Nintendo-focused 
websites of the era had everyone looking 
to Fall 1997 as its promised release 
window. As that season approached, 
though, it became more and more clear 
that the game wouldn't be done on time - 
so its debut date was shifted back to 
Winter 1997. Then it slipped into early '98, 
with a promised arrival in Spring. Then on 
and on again - really, the number of delays 
is impossible to remember perfectly — until 
finally, at long last, the game actually 
showed up on store shelves in November. 

The hype was extreme. | remember my 
experience of its launch date vividly - | had 
my teenage brain so overstimulated by 
excitement that | convinced my Mom to let 
me leave school early that day to be able 
to rush to Walmart and buy it. | was con- 
vinced it would sell out immediately, espe- 
cially its gold-colored Collector's Edition! I 
had nothing to worry about, of course, 
because there were no other Nintendo fans 
in my hometown nearly as unhealthily 
obsessed as | was. 

The store clerk probably thought I 
should be committed. 

I'm more evenly emotioned these days, 
you'll be happy to know - but that's just 
what delays can do! They're disappointing, 
sure, but they also magnify hype over, and 
over, and over again. - LUCAS 


IT TIME: ONE 
TWO MONTHS 
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FLIPNOTE STUDIO 
3D 


ALL OF THE rest of the games on this list 
had retail releases - and that helps to 
justify at least part of a game delay, when 
one happens. Physical products have to be 
physically produced, after all, and then 
packaged up, shipped out to stores and 
stocked on the shelves. AII of that takes 
time, and people seem to understand that. 

What's harder to wrap our heads around 
are delays for digital games - they don't 
have to go through any kind of manufac- 
turing or distribution, so it should be just 
as simple as flipping a switch somewhere 
to have them go live in the eShop, right? 
But even then, we can extend grace to 
indie developers who run into unforeseen 
setbacks, as we did earlier in this issue. 

But the real, champion head-scratcher, 
the pure king of confusion when it comes 
to digital game delays has to be Flipnote 
Studio 3D. This game had no retail produc- 
tion run to get through. It was made 
directly by Nintendo, so no small-studio 
problems like lack of funds held it back. It 
was even just an enhanced edition of a 
previous DSiWare release, so it didn't even 
have to be developed from scratch! And yet 
still it took a whole year and a half for the 
game to become available in North 
America following its Japanese debut. 

What's worse? Japanese players had 
abused the online component in the time 
in-between, causing Nintendo to remove 
the ability to share your 3D animated 
sketches online entirely. And worse than 
that? Fans in Europe still haven't gotten 
the game at all! They're still waiting as of 
this writing, as NOE continues to promise 
that it's coming soon. 

So | guess I’ve just made the case that 
Flipnote Studio 3D is a game that actually 
wasn't worth the wait - but it could have 
been, had Nintendo had their act together 
and delivered the full experience to the 
global audience simultaneously. - LUCAS 


IT TIME: ONE 
SIX MONTHS 
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ETERNAL 
DARKNESS: 
SANITY'S REQUIEM 


NINTENDO IS SELDOM known for ven- 
turing outside of its family-friendly comfort 
zone, so when the company releases a 
dark, mature adventure rife with violence 
and blood, people take notice. Such was 
definitely the case with Eternal Darkness: 
Sanity's Requiem. Developed by Silicon 
Knights, the game was envisioned as a 
ate-generation epic for the Nintendo 64, 
placing players in the role of various 
heroes throughout history as they battled 
shadowy forces bent on unleashing a dark 
power into the world. As fate would have it, 
however, the game was faced with delays 
and development shifted over to the 
Nintendo GameCube, where it would finally 
aunch in the later part of 2002. 

Eternal Darkness proved to be more 
than worth the wait for fans, as it blended 
an engrossing story with inventive mechan- 
ics to create an experience unlike any 
other. While very much a horror game at 
heart, Eternal Darkness took a decidedly 
different approach to the genre than series 
like Resident Evil - emphasizing atmo- 
sphere and deliberate combat over jump 
scares and survival. Its defining feature, 
however, was the sanity meter. When a 
character came within eyesight of the 
game's eldritch horrors, their sanity would 
slowly drain; once depleted, they would 
begin experiencing "sanity effects," many 
of which broke the fourth wall and played 
tricks on players themselves! - KEVIN K. 


IT TIME: ONE 
SIX MONTHS 
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XENOBLADE 
CHRONICLES 


FOR A WHILE, Xenoblade Chronicles was 
touch-and-go for North America. Though 
the non-traditional RPG was a hit in Japan 
and Europe, Nintendo of America seem- 
ingly did little beyond glance at the title, 
shrug its shoulders, and say "I dunno. 
Maybe." 

It took the vocal efforts of a fan 
campaign called Operation Rainfall to rally 
RPG fans and let Nintendo know the North 
American region deserved Reyn Time. 
Nintendo relented (though it never 
admitted how much of a role fan demand 
played in its decision), and the game at last 
arrived in April 2012. 

Was it worth the effort? Does a 
Caterpile like lounging on the shores of 
Colony 9? (Hint: Yes.) 

Xenoblade Chronicles is a highly imagi- 
native game populated with lovable char- 
acters and cool monsters. The story 
highlights an endless struggle between bio- 
logical creatures and their mechanical 
counterparts, a theme that's reflected 
through the shape of the world itself. 

That's right: Instead of trekking across a 
traditional round world, you scurry around 
on the surfaces of the bodies of godlike 
titans forever locked in battle. Countless 
RPGs direct you to countries and conti- 
nents, but Xenoblade Chronicles is the only 
one that casually tells you to seek your 
next task at the Bionis' knee. 

Plus, it's now the prequel to one of the 
biggest and most impressive games to 
exist on the Wii U! - NADIA 


IT TIME: ONE 
TEN MONTHS 
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SIN & 
PUNISHMENT: 
SUCCESSOR TO 
THE EARTH 


TREASURE IS ONE of my favorite devel- 
opment studios, which is why its Nintendo 
64 presence in America pained me so 
much. Of the three N64 titles it developed, 
only Mischief Makers made it out of Japan. 
(Bangai-O did receive a global release, but 
as a Dreamcast port.) Sin & Punishment, 
though? Boy, did it ever get the short end 
of the stick! 

Around the turn of the century, | 
remember reading magazine articles 
about a slick-looking rail shooter that was 
as intense as it was bizarre. But despite its 
having fully English-voiced dialogue, it 
never materialized in the West. | would 
spend the next few years hearing second- 
hand stories from importers about this 
mythical beast that they ranked among the 
N64’s crème de la crème. 

When Nintendo unveiled Virtual Console 
for Wii, Sin & Punishment was naturally 
near the top of players' most-wanted lists. 
Dreams came true on October 1, 2007 - 
ess than a year after Wii's launch - and 
despite the $2 price increase over typical 
N64 games on VC, we ate it up like a long- 
awaited Christmas ham. It was every bit as 
un and insane as the legends described! 

And thanks to its sales success on VC, 
Nintendo and Treasure reunited for Sin & 
Punishment: Star Successor - which I per- 
sonally consider the greatest Wii game of 
all, bar none! - TONY 


T TIME: SIX YEARS, 
TEN MONTHS 


SUPER MARIO 
BROS.: THE LOST 
LEVELS 


COMING OUT A year after the original, 
the Japanese version of Super Mario Bros. 
2 appeared on the Famicom Disk System in 
1986. Using the same engine as its prede- 
cessor, the game presented many new 
challenges: Poison Mushrooms, backwards 
Warp Zones and wind. The game also 
featured a different play style between 
Mario and Luigi, having Mario possess the 
classic style but adding Luigi's now trade- 
mark skidding and higher jump to his 
adventure. This meant dumping the two- 
player aspect of its predecessor, but the 
game was a smash hit and was the most 
popular game ever on the Disk System. It 
was also a much larger quest than Super 
Mario Bros., adding the infamous World 9 
that was only accessible without warping. 
Playing through the game eight times 
yielded the other four bonus worlds: A 
through D. 

So why does this game appear in a 
spread on game delays? It took the rest of 
the world seven more years to be able to 
experience it! Then-President Minoru 
Arakawa and Howard Phillips of Nintendo 
of America deemed the game too difficult 
for American players, and that decision 
spread to Europe as well. It was not until 
1993 when the game was presented as 
Super Mario Bros.: The Lost Levels in Super 
Mario All-Stars that players around the 
globe could try their hand at the admit- 
tedly very challenging sequel. Miyamoto 
has said that the game picks up in difficulty 
where the original left off, and only gets 
tougher from there. While the game would 
have been a boon for Nintendo's Gameplay 
Counselor service, the decision to withhold 
it early in Nintendo's home console history 
was likely a smart one, even with a library 
of other NES titles known for their intense 
difficulty. Nintendo knew its demographic 
well - so we had to wait. - BRETT 


IT TIME: SEVEN 
YEARS, TWO MONTHS 
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GOLDEN SUN: 
DARK DAWN 


GOLDEN SUN AND its sequel, Golden 
Sun: The Lost Age, were two of my most 
favorite RPGs on the Game Boy Advance. 
Aside from their beautiful graphics and 
music, they had a great battle system with 
equippable stat-boosting Djinn, challenging 
puzzles to solve, memorable characters 
and mouthwatering descriptions of 
whatever was on the stove in the house 
you were visiting. (I've got to stop writing 
for NF on an empty stomach.) Golden Sun 
ended with one of the most obvious sequel 
hooks ever, which set the stage for Golden 
Sun: The Lost Age. Released 18 months 
later, it was the final chapter in Isaac and 
his friends' quest to restore Alchemy to the 
world of Weyard ... or was it? 

According to Camelot Software 
Planning's Shugo and Hiroyuki Takahashi, 
these two games were just the prologue 
leading up to the big story, which would be 
the third title. It was first rumored to be in 
development for the Game Boy Advance, 
then for the GameCube. Instead, Camelot 
was busy developing Mario Golf and Mario 
Tennis titles for Nintendo. Years passed 
without any news of a Golden Sun sequel; a 
fan even managed to fool some gaming 
websites with a photo of fake screens 
saved to a flashcart on a DS Lite just before 
E3 in 2007. (Anyone else remember the 
"Solar Soothsayer" hoax?) 

Finally, in 2010, Golden Sun: Dark Dawn 
was released on the Nintendo DS. While it 
was a standalone title, it included an ency- 
clopedia and a bunch of "picture books" to 
introduce the world to new players - or, in 
my case, remind me of the world Isaac and 
company had once saved. Seeing a new 
generation of heroes and heroines saving 
Weyard from ruin once again like their 
families once did was certainly worth the 
wait! - REBECCA 


AIT TIME: SEVEN 
YEARS, EIGHT MONTHS 
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SUPER MARIO RPG: 
LEGEND OF THE 
SEVEN STARS 


ALMOST EVERY LIST of the best Super 
Nintendo games will include some of the 
best RPGs ever made: Final Fantasy III 
(a.k.a. VI), Chrono Trigger, EarthBound and 
Super Mario RPG, just to name a few. 

But here in the United Kingdom, not a 
single one of them saw a release during 
the 16-bit era. Packing every European 
language onto one cart wasn't possible 
given memory limitations, and releasing 
separate carts wasn't financially viable for 
such an unproven and niche market. 

It's not like we were ignorant of them 
either. A strong import market and maga- 
zines such as Super Play kept us hyped for 
these epic adventures. And we waited for 
well over a decade before many of them 
arrived .. . on the Wii Virtual Console! 

Being a huge Mario fan, the 12-year wait 
for Super Mario RPG was agonizing - of 
course, by that time we'd had several 
Paper Mario and Mario & Luigi games to 
tide us over. Going back to where it all 
began, however, | was not only struck by 
how clunky it looked and played, but by 
how little it felt like a Mario game. | would 
have totally adored this had | played it in 
1996, but by 2008 it was a chore. 

| feared that by missing out on these 
RPGs the first time round, without the 
cloud of nostalgia, | was simply never going 
to enjoy them. Thankfully, that turned out 
not to be true in every case. 

The wait for Chrono Trigger was totally 
worth it: 14 years for the DS version and 16 
for the Virtual Console. | picked it up for 
the first time in 2015 and found it hard to 
put down. From the engaging characters to 
the exciting battle system, it remains a 
concise and entertaining experience that 
even puts the latest crop of RPGs to shame. 

Super Mario RPG? Not so much worth it 
- not for me, at least. I’m sure plenty of 
Europeans loved it, though! - MARK 
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FINAL FANTASY V 


RELEASED ON THE Super Famicom at 
the end of 1992, Final Fantasy V wasn't 
localized for the West until seven years 
later on the PlayStation - and then it would 
be another seven years before it would 
finally appear on a Nintendo console! At 
the time of its original release, Square Enix 
(then still known as Squaresoft) was 
planning to localize it as Final Fantasy III, 
but concerns over the difficulty level of the 
game and its jobs system prompted them 
to set it aside in favor of localizing Final 
Fantasy VI instead. It was finally released 
in 2006 for the GBA as Final Fantasy V 
Advance. 

That's not the only Final Fantasy game 
we've had to wait for over the years, 
though. Final Fantasy Il was considered a 
masterpiece when it first came out on the 
Super Nintendo in 1991, but it was a pale 
shadow of its Japanese version. Since it 
was being marketed as a sequel to the 
original Final Fantasy on the NES, items, 
spells and character skills were removed 
and/or renamed to ease the transition for 
players. Like Final Fantasy V, it would see a 
more faithful localization on Sony's first 
PlayStation before being released as Final 
Fantasy IV Advance on the GBA in 2005. 

Also receiving the Advance treatment 
was the SNES Final Fantasy III - newly 
titled Final Fantasy VI Advance, and given a 
facelift and an all-new translation for its 
GBA encore appearance in 2007. 

All three of these titles, especially Final 
Fantasy V Advance, were worth the wait, 
especially since playing them on the GBA 
was as close as you could get to the 
creators’ original visions - with some new 
additions and surprises for a new genera- 
tion of RPG fans! - REBECCA 


WAIT TIME: 
FOURTEEN YEARS 


EARTHBOUND 
BEGINNINGS 


EARTHBOUND'S DISTINCTIVE ART, 
quirky jokes and creative story sparked an 
entire community of fans in the West, but it 
was not the first game in its series. That 
distinction goes to Mother, which finally 
launched in English last year as a Wii U VC 
title renamed "EarthBound Beginnings." 

It was originally a Famicom game, and 
was actually intended to be released in the 
U.S. in 1990 - but it never launched state- 
side despite being fully localized, as 
Nintendo chose to focus on translating and 
releasing Mother 2 instead. 

The game featured a hero named Ninten 
leading a group of kids to fend off the alien 
forces of Giegue, and the modern setting 
and cartoonish humor put it on the map 
and directly led to a sequel. Despite its 
important place in gaming history, for 
decades it was impossible to play in English 
without downloading a ROM of the local- 
ized prototype. Fans were unable to legally 
play the title that kicked off the trilogy! 

Was it worth the wait? Definitely! 
EarthBound Beginnings is both comical and 
heartwrenching, but the SNES EarthBound 
serves as a much friendlier and funnier 
ambassador to the series. Getting a feel for 
the running themes found in all three 
Mother games is a great experience, but 
this title is definitely a product of its time. 
You'll have to deal with a high encounter 
rate and huge difficulty spikes if you're 
going to succeed, so tackling it from a 
more historic perspective (and some tips 
from the Internet!) helps a lot. Now the 
real question is, "Will we ever see an inter- 
national release of Mother 3?" - LINDSEY 


WAIT TIME: 
TWENTY-SIX YEARS! 


As you can see, some of the greatest games from throughout Nintendo's history 
WAIT TIME: had to endure delays — often significant ones - before making it into the hands of the 
TWELVE YEARS fans awaiting them. So the next time the Big N announces that one of their highly 
anticipated titles has been bumped back? Well, please understand. @ 
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-just like Zigzagoon! 


PIKACHO!I 
NOT ^AGcIKARP!! 
PIKACHOOU!II 
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Disaster strikes! You've lost your wallet! 
THE QUESTIONNIARE, Now what are you going to do? 
So PCE DE ece, Spring summer, fall or winter... 
Which season do you like best? 
All right! Vacation time at last! 


What kind of music fits your mood? 


ere bh With this kind of personality, 
you must be— 


-just like Metapod! 


-just like 
Magikarp! 


He doesn't know he can just pick the one he wants... 
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WHERE IT 
ALL BEGAN 
(IN JAPAN) 


FIRE EMBLEM: 
ANKOKU RYU TO 
HIKARI NO TSURUGI 
FAMICOM, 1990 
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In some alternate reality out there in the multiverse, perhaps the image seen above would trigger feelings 
of nostalgia in our readers — but no English-speaking kids get to reflect back on the very first Fire Emblem 
as part of their NES upbringing in the early '9Os, because the game never left Japan. Nor did its sequel. Or 
the sequel after that. Or the three sequels following those first three! Fire Emblem was this nebulous, 
unknown, wholly Japanese part of the Nintendo story for well over a decade after its debut - but the 
Nintendo Force is here to fill in the gaps in your memory that you never knew were there. Flip on further 
to properly prepare yourself for the new Fire Emblem Fates! 


THEN 
FIRE 


BLEM 


Fans outside Japan had to wait over 13 years before the series’ first localization! As 
Fire Emblem Fates makes its way to store shelves in English, we take a look back at 
how the series has developed over time — starting with the games the West never got. 


| AM NOT the greatest Fire Emblem fan. My history with the 
series likely mirrors many of yours - | was first intrigued by the 
inclusion of Marth and Roy as playable fighters in Super Smash 
Bros. Melee, then jumped on board with their series of origin in 
2003, when the first English-translated installment arrived on 
Game Boy Advance. I've even done my duty as an earnest, loyal 
Nintendo follower and played every Fire Emblem released since 
then... but, in each one, I’ve fallen short. | have yet to actually 
complete any of their storylines. | am not the greatest fan. 

With Fire Emblem Fates approaching fast here at the begin- 
ning of 2016, though, I’ve made a firm New Year’s resolution 
that I’m going to correct my shortcomings with this series! I’m 
going to finish Fates if it kills me — and | know that's a lofty 
goal, considering it has three different versions to get through. 
So I’m giving myself a mental boost here before | start. 

One of the reasons | feel like | haven’t fully invested my time 
and interest in Fire Emblem is that | just don’t like coming into 
things late - | always want to get the full story, from the start. | 
even show up to movies half an hour early! But with Fire 
Emblem, I've always felt like a latecomer, chiefly because | - 
and the rest of the English-speaking world - didn't start having 
the option to play the series' games until it had already had 
over a decade's worth of sequels. We missed six whole games 
before Nintendo finally started translating them! And while 
those half-dozen titles will never get official localizations at this 
point, we can still look back on them in retrospect, to give our- 
selves a better sense of context for the more modern sequels. 


THE 8-BIT EMBLEMS 

The Fire Emblem franchise got its start in Japan in 1990 on the 
Famicom, their equivalent to our 8-bit Nintendo Entertainment 
System. Its first installment was called "Ankoku Ryü to Hikari 
no Tsurugi," meaning "Shadow Dragon and the Blade of Light." 
It told the tale of the young prince Marth and his quest to 
reclaim his family heirloom Falchion, as it was the only sword 
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that could defeat the evil king of the Earth Dragons, Medeus. 

The storytelling was limited in the first game, as was every- 
thing else. It's a stark shift to look back on this 26-year-old 
game now - similar to how jarring it was to play EarthBound 
Beginnings for the first time last year. You can tell that the 
basic building blocks are in place, but there are just no bells or 
whistles at all. The gameplay involves strategically moving 
soldiers around a battlefield, just like all its sequels since - but 
there are no visual clues telling you how far any individual 
fighter can move, and no stats popping up to tell you anything 
about their power or abilities. Nothing. It was truly barebones. 

The series' second installment came along two years later, 
and it did little to improve on its predecessor. Fire Emblem 
Gaiden was its name, and it contented itself to tell a side story 
taking place on another part of the planet, far removed from 
Marth and his wars. It did introduce a few elements that Fates 
is reusing now, though, like weapons that never break. 


ON TO THE SUPER FAMICOM 

When the series leapt into the 16-bit era a couple years later, 
the first thing it did was go back to the beginning - Fire 
Emblem: Monsho no Nazo was a remake of the first game that 
then added on extra chapters to continue Marth's story further. 
Storytelling became more of a focus with expanded chapter 
introductions and much more dialogue between characters, but 
the key innovation was in the simple upgrade to playability the 
game got from the now series-standard visual cues in battle 
telling you how far each unit can move and attack. 

With that foundational feature in place, the fourth Fire 
Emblem innovated the franchise's gameplay further by estab- 
lishing the now well-known Weapons Triangle. Every Fire 
Emblem fan knows that winning battles is like playing Rock/ 
Paper/Scissors — swords beat axes, axes beat spears and 
spears beat swords. Magic gots its own triangle as well, and the 
story contained a huge time jump halfway through its tale. 
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 SEISEN NOKEIFU 
MAY 1996 


THRACIA 776 
SEPTEMBER 1999 


FUIN NO TSURUGI 
MARCH 2002 


FIRE EMBLEM 
NOVEMBER 2003 


THE SACRED STONES 
MAY 2005 


PATH OF RADIANCE 
OCTOBER 2005 
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RADIANT DAWN 
NOVEMBER 2007 
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SHADOW DRAGON 
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FEBRUARY 2013 


Fire Emblem then overstayed its welcome on the Super 
Famicom, as it launched another sequel in 1999 — over 
three years after the Nintendo 64 had been introduced! 
The team at Intelligent Systems must have been gunshy 
about making the leap to 3D, and so stuck with what they 
knew one more time. Thracia 776 had a few odd mechanics 
like a Stress rating for each of your soldiers, and also Fog 
of War (more commonly associated with Advance Wars). 


AT LAST IN ENGLISH ON GAME BOY ADVANCE! 
Well, not quite yet - because the GBA's first Fire Emblem 
game was also the last before the series went global. It was 
Roy's game, Füin no Tsurugi (a.k.a. "Binding Blade" or 
"Sword of Seals"). 

One of the key recurring elements of Fire Emblem 
games that I haven't mentioned yet is "permadeath," or the 
fact that when you lose a soldier in battle, that character 
stays dead for the rest of the game. Roy's adventure 
marked the first time the series started easing back on the 
overall difficulty to make the play experience not quite so 
harsh, starting a trend of offering more beginner-friendly 
options that continues all the way to Fates. 

Then, finally, the English translations began! 2003's GBA 
sequel was called Rekka no Ken in Japan, but elsewhere it 
was just plain "Fire Emblem." It tells the tale of Roy's father 
Eliwood, along with fan favorites Lyn and Hector. From a 
gameplay perspective, its key contribution to the series" 
evolution was that it was the first time you, the player, 
were cast as part of the story. You were "the Tactician," and 
dialogue scenes often involved characters turning to you, 
asking for advice and guidance while gazing out from the 
Game Boy Advance screen. 

Finishing off the GBA's trilogy of titles was The Sacred 
Stones, which I get the sense many hardcore Fire Emblem 
fans don't seem to like very much? It was hard to know to 
be disappointed in 2005, though, having only had one 
previous game to compare it to. It was a standalone tale 
that revived some of the gameplay concepts of Gaiden, like 
being able to freely explore an overworld map. 


BACK ON THE HOME CONSOLES 

Fire Emblem has bounced back and forth between being a 
portable series and one played on your TV screen, and in 
late 2005 it bounced back to its console roots for Path of 
Radiance - the game that introduced Ike. It also put a new, 
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stronger focus on transforming characters - fighters who can 
shapeshift in battle to become cats, dragons or other animals. 
That's another connection point for Fates, as its main character 
Corrin is the series' first shapeshifting primary protagonist. 

Path of Radiance's direct follow-up was Radiant Dawn on Wii, 
which spiked up the difficulty once again and oddly wasn't very Wii- 
like - it didn't have Wii Remote pointer controls. Weird, seeing as 
pointing and clicking to tell units where to go would've made sense! 


MARTH RETURNS 

Fire Emblem's 11th installment once again brought the series back 
to its roots by remaking Marth's adventure a second time, this time 
on the DS - introducing modern amenities like touch control. But 
more interesting in the DS era was the fact that there was another 
sequel that, once again, didn't get translated into English! It was 
called Shin Monsho no Nazo and served as a remake of the series’ 
third game, continuing Marth's story again but also remixing it by 
adding a new character: "My Unit." 

My Unit (also known as "Chris" in this particular game) was the 
evolution of the Tactician idea from the 2003 Emblem - Intelligent 
Systems' way of making you, the player, become an active part of 
the story. Rather than just being an invisible face in the sky that 
characters would talk to in cutscenes, though, My Unit was a fully 
customizable in-game fighter who battled right alongside Marth. 


ARRIVING AT THE AWAKENING 

It's a shame we missed out on the second DS game, but its My Unit 
innovation was retained and expanded upon for the next game we 
did get: the incredible Fire Emblem: Awakening three years ago. In 
it, My Unit was also known as Robin, a character who proved so 
popular that he (or she) got the call up to Super Smash Bros.! The 
mechanic of pairing up units to fight as supporting duos on the 
battlefield was also definitive in Awakening, and the combat 
pairings you picked had an impact on the story too - characters 
could get married and have children together, and through the 
magic of time travel, those kids could be recruited from the future. 


FATES AWAITS 

Now, finally, we arrive at where we are today, days away from the 
launch of Fire Emblem's 14th installment in North America. It will 
serve as the culmination of all of the series' innovations so far, with 
elements of its design connecting back even to the 8-bit era! After 
looking back on the entire franchise now, hopefully you feel like I 
do - ready to become a greater Fire Emblem fan. - LUCAS 


CHARACTER PROFILE 
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For over a decade, he was known only to Nintendo's fans in Japan. 
But ever since his first international appearance in Super Smash 


, ) FIRST APPEARANCE 
Bros. Melee, he's become a global superstar! Let's look back on the FIRE EMBLEM: ANKOKU RYU TO 


career of Fire Emblem’s original blue-haired, swordfighting Lord. HIKARI NO TSURUGI (1990) 
Marth was Fire Emblem’s first-ever hero, His true debut outside Japan came in Roy got kicked to the curb for Super 
the star of the series’ original game. Not Super Smash Bros. Melee, where he was a Smash Bros. Brawl, meaning Marth got to 
a bad job - kicking off a whole franchise. furious, technical swordfighter. have his moveset all to himself. 


Marth's a cameo regular these days, and 
next he'll be appearing in a DLC battle in 
Fire Emblem Fates. Prepare to face him! 


Marth made his North American debut, His unique swordfighting style wasn't all But then he got cloned again - even more 
oddly, in an anime released on VHS - but that unique, though, as Marth's moves directly - by Lucina in the newest Smash. 
his name was mistranslated as "Mars." got cloned by newcomer Roy. And Roy came back as DLC too! 


Marth once again made 
headlines three years 
ago thanks to his 
starring role in Fire 
Emblem: Awakening . . . 
well, sort of. Truthfully, 
the "Marth" in the game 
turned out to be Lucina 
in disguise — she simply 
stole his identity to try 
to fool her father and 
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It’s hard to overstate the importance of We got a few Fire Emblems in English his friends. (A precursor 
Marth’s appearance in the second Smash, earlier than this one, but Shadow Dragon to her stealing Marth’s 
as it helped generate enough fan interest was the first one released outside Japan moves in Smash the 
to finally get Fire Emblem localized - and to have Marth in the starring role — after following year.) The real 
he became one of the most iconic fighters years of playing as him only in Smash Marth appeared in one 
in Melee's competitive tournament scene. games, fans at last got to experience of the game's DLC 

(Probably second only to Fox.) his strategic origins. missions, though. 


BY LUCAS M. THOMAS 
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N64 STYLE 


According to Masahiro Sakurai, 
Marth was planned to debut in the 
original N64 Super Smash Bros. 
game, but got cut when develop- 
ment time ran out. A fan artist 
named Pixelation imagined what 
he might have looked like in the 


«| ama prince before | í blocky, polygonal Smash 64 style! 
am a son or a brother.” 
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MULTILINGUAL AT LAST 


For whatever reason, Marth has never had his dialogue translated 
in the Smash series — his shouts, taunts and cries of victory have 
always been spoken in Japanese. Just last year, though, he finally 
learned English, in his Code Name: S.T.E.A.M. guest appearance. 


Seldom-Used 
Scabbard 
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" Collection 
Nintendo's collectable 
NFC figures, amiibo, have 
soared in both popularity and 
sales throughout the past year 
- so much so that several of the 
brand's characters have 
become truly rare (and there- 
fore expensive to try to buy, if 
you weren't able to get one 
right away). Marth was the 
original rarest of the rare, 
though. As one of the first set 


Falchion, The Legendary Û of 12 amiibo to go on sale on 


Dragon-Slaying Sword A November 21, 2014, his 
shipment volume was so low 


that many major retailers were 
lucky if they got two to sell (if 
they got any at all). Nearly as 
rare were Villager and Wii Fit 
Trainer, and together they 
became known as the "Holy 
Trinity" for early collectors. 
(New production runs have 
made him easier to find now.) 


WARP ZONE 


1991 BEGAN A new era for Nintendo Power 
magazine: the era of monthly issues! Sure, the last 
eight months of 1990 saw a new issue delivered 
every 30 days or so, but half of those were Strategy 
Guides (such as the one in the sidebar below) 
focused on a single game or theme. Now, the Power 
was on full-blast 12 times a year! 

With that in mind, what better way to kick things 
off than with Volume 20's cover story of Mega Man 
3 for the Nintendo Entertainment System? A 
massive 20-page feature was accompanied by 
coverage for The Immortal, Déjà Vu and Gremlins 2 
for the NES, while Game Boy coverage saw Dragon's 
Lair, Mercenary Force, Super Scrabble, F-1 Race and 
Burai Fighter Deluxe, plus the promise of a new 
portable Contra in the form of Operation C. 

Additional features took Power Players behind 
the scenes in a whole new way with "Why Your 
Game Pak Never Forgets," a look at the technical 
side of NES games using numerous diagrams, 
including an illustration of how data compression 
works, featuring Tetris blocks. On the other side of 
the learning tree sat a four-page look at the Miracle 
Piano Teaching System - but before you could think 
things had gotten too serious, Howard & Nester 
voyaged into outer space in search of alien artifacts 
in Solar Jetman. (Where was that for our "Beyond 
the Earth" issue theme last time?) 

The Player's Poll prize offered Power Players a 
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. Teain up for powerful fun! 


FUN TIMES FOUR 


Four-player wasn't always a console 
standard - before Nintendo designed 
the N64 system with four controller 
ports built in, you needed special 
adapters to enjoy that level of multi- 
player on a console. Enter the NES Four 
Score and the wireless NES Satellite! 
This final NP Strategy Guide high- 
lighted the benefits of each device, 
from enhancing regular controllers 
with turbo fire capability to the NES 
Satellite's infrared signal that allowed 
15 extra feet of space between players 
and the TV. But the highlight was the 
new wave of four-player games, includ- 
ing NES Play Action Football, Gauntlet 
Il, Nintendo World Cup and more! 


chance to become a character in one of Valiant's 
new Nintendo Comics System books, while the Top 
30 was topped off by Super Mario Bros. 3, whose 
gap to second place's Final Fantasy was much 
narrower than in issues prior. The Celebrity Profile 
revealed that the New Kids on the Block were 
indeed not only avid NES and Game Boy fans, but 
also helped to make sure that their self-titled video 
game from Parker Bros. met their exacting stan- 
dards - perhaps making it a shame that it was 
never released. 

Finally, Pak Watch revealed new titles heading to 
the NES, including G.I. Joe and Metal Storm, plus a 
Super Famicom Showcase and a tease for a live- 
action Double Dragon TV series that never materi- 
alized, all capped off by the question "Who are the 
Battle Toads?" Plus, among other news, the new 
Bulletin Board revealed that thanks to Nintendo 
Power's success and extended Gameplay Counselor 
hours, the Captain Nintendo Adventure Line would 
be no more. 

Volume 21's cover story was 13 pages of 
StarTropics (plus a map opposite the Metal Storm 
poster), but first and foremost were 16 pages of 
Turtle Power for Teenage Mutant Ninja Turtles Il: 
The Arcade Game. Kabuki Quantum Fighter and 
Ultima: Quest of the Avatar were the other NES 
highlights, while Game Boy spotlighted Gremlins 2 
and a "Round Ball Round-Up" of three basketball 
games. Elsewhere, while Nester bought into Dr. 
Wily's Mega Man 3 story of turning over a new leaf, 
Howard remained a bit more skeptical. 

Continuing their line of educational material, 
"Power to the Player" revealed how Nintendo of 
America used Power Meters for game development 
and evaluating quality control, while Nintendo 
Power used them to determine which games to 
cover each month. Player's Poll offered readers a 
chance to win a trip to The FASA Corporation's 
Chicago Battletech Center, and Super Mario Bros. 3 
dominated the Top 30 once again, widening the gap 
between it and runner-up Final Fantasy as Dr. Mario 
and TMNT II made impressive debuts. Plus, a new 
feature was added to show how many months a 
game had been in the Top 30. 

Celebrity Profile interviewed Vlade Divac and 
A.C. Green of the Los Angeles Lakers, while Pak 
Watch wrapped things up by showing off Adventure 
Island II, Star Wars and Double Dragon III. 
Meanwhile, the Super Famicom Showcase revealed 
the console's new name to the world: the Super 
NES! (And noted that it would arrive in September 
1991 in limited quantities.) - DAVID 
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-TMNT JI: The Arcadesamie 
Ultima: Quest of the Avatar 


DEVELOPERS’ YOUNGER DAYS 


Once upon a time, believe it or not, the likes of Shigeru Miyamoto 


and Will Wright were not household names. In fact, barely anyone 
who enjoyed their games even knew who they were! Often, Japanese 
developers would have to be credited (assuming they had credits at 
all!) under aliases to avoid "headhunting" by rival companies. Quite 
different from today, when developers are sometimes as much of a 
character as those they created, and titles like Super Smash Bros. 
celebrate the histories of several companies together! That’s what 
made these older issues of Nintendo Power special then, and 
perhaps even more now, as we were offered rare glimpses of these 


titans of gaming in their up-and-coming primes. 
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JOOLS WATSHAM 
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NF: How did you get your start in 
game development, and what were 
your first jobs in the industry like? 

I started making games just 
for a fun challenge when I was very 
young, on my Commodore 64, Atari ST 
and Amiga. | never learned program- 
ming, but instead got my hands on any 
game-making software available. One 
program | loved to use was Shoot-'Em- 
Up Construction Kit (also known as 
S.E.U.C.K). It was very basic, but 
allowed me to create my own artwork 
and create simple shoot-'em-up 
games. 

My first professional job in video 
game development was at The Sales 
Curve in London, England, as a pixel 
artist in 1992. | mailed in my pixel art 
portfolio on a 3.5-inch floppy disk for 
them to evaluate. | was very inexperi- 
enced, but was eager and cheap 
enough to warrant a chance, | guess. 
The first game I worked on there was 
a port of an arcade game called Rod 
Land to the NES. 

About one year later | applied for a 
job at Iguana Entertainment, which 
was located in northern England, in a 
town called Middlesbrough. They 
offered me a job and sent me over to 
the U.S. for three months to train at 
their headquarters, which was located 
in Sunnyvale, California. To cut a long 
story short, we never discussed me 
returning to the U.K. and I’ve stayed in 
the States ever since! 

Iguana was later purchased by 
Acclaim. | worked on games like Aero 
the Acrobat, NBA Jam, Zero the 
Kamikaze Squirrel and Turok 2. It was 
a fun 13 years where | made some 
great friendships and learned a lot 
about game development - both what 
to do, and what not to do! 

After Acclaim | worked at Kingslsle 
for about 18 months and helped form 
the team for their kids’ MMO game 
(Wizard 101) as their producer. 


What were some of the reasons you 
broke away from working for other 
studios to form Renegade Kid? 

Even from a very young age, | got the 
taste of making games for myself and 
really enjoyed that experience. 
Starting Renegade Kid felt like | was a 
kid in my bedroom again, but this time 
| had learned a few things. Working for 
someone else can be great - if you 
have a cool boss - but working for 
yourself feels amazing. You succeed 
and fail by your own decisions, which 
is the right place for me, I’ve learned. 


What are the best and worst things 
about running your own game 
publishing/development studio? 
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Making your own decisions - with the 
knowledge that the results of those 
decisions are your own responsibility 
- is both fantastic and terrifying. | 
worked for a few companies prior to 
starting Renegade Kid, and | 
remember the feeling | had the first 
day Renegade Kid was official. | felt 
free. | felt like my 12-year-old self who 
was messing around with video game 
ideas in my bedroom. It was wonder- 
ful, and it made me smile with nostal- 
gia and optimism for the future. 

The main challenge is maintaining 
cash flow to pay everyone's salaries, 
which requires the need to look ahead 
to avoid pitfalls, despite the desire to 
keep your head down and focus on the 
current project. | suppose that’s the 
worst part of running your own 
company, but it’s that fear that drives 
you to try hard, so I also value and 
appreciate it. That’s not to say that | 
wouldn't relish being in a position of 
unlimited funds! 


Renegade Kid is a name people asso- 
ciate with both first-person action/ 
horror titles and 2D platforming 
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adventure games. What is it about 
these two genres that you love, and 
how do you go about applying the 
Renegade Kid style to both of them? 
Even though there were many won- 
derful platformers that came before 
Super Mario World, it was that SNES 
classic that had a profound effect on 
me. | think it’s the almost magical 
combination of game design, art style 
and audio style that makes Super 
Mario World such a special and unique 
experience. From the moment | first 
saw the game, I subconsciously had 
the desire to try to recreate some- 
thing akin to that experience, which 
finally happened for me with Mutant 
Mudds in 2012. 

In much the same way, Silent Hill 2 
and Doom 3 had a tremendous impact 
on me, which led to Dementium: The 
Ward in 2007. With both of these 
projects | was fortunate enough to 
work with very talented people to help 
me bring these games to life. Each 
team member adds their own stamp 
on the game, ultimately molding their 
aspect of the game in their own image 
to some degree. You have to let go of 


the exact picture you may have in 
your mind if you're relying on other 
people to buy in to your vision, and 
learn how to work with people and 
incorporate their ideas, or your game 
may suffer greatly. 


Many fans have theorized that 
Xeodrifter is secretly a 2D demake of 
Moon, as both games star mysteri- 
ous astronauts in red spacesuits, and 
play a lot like classic Metroid titles 
(Super Metroid and Metroid Prime, 
respectively). Now that you have the 
rights to Dementium back, would 
you ever consider taking that series 
into 2D territory? 

The origins of Xeodrifter were exactly 
that: a demake of Moon. | had created 
a single screenshot for fun, and the 
final look of Xeodrifter is extremely 
close to that original screenshot. 
However, once we decided to create 
Xeodrifter, it separated any ties to 
Moon and became very much its own 
game. Similarities to Metroid are due 
to the fact that the 2D Metroid games 
are awesome and | had always wanted 
to create a 2D game in that gameplay 


style. 

| have thought about creating a 2D 
demake of Dementium many, many 
times. It’s still something that could 
happen one day, for sure. 


Speaking of Dementium, how did you 
get the rights to the franchise back, 
and how did it feel to go through that 
process? 

Surprisingly, it was a very easy and 
smooth process. Ports and sequels to 
Dementium were tied to the previous 
publisher, SouthPeak. | reached out to 
them with a proposal to work together 
to produce ports for the 3DS, and to 
my surprise they responded with the 
kind gesture of allowing us the 
freedom to pursue what we wanted 
without ties to SouthPeak. | am very 
grateful for that. 


Though you’re in control of much of 
Renegade Kid’s operations, you can’t 
always control or predict how long it 
will take to produce a game that will 
meet your studio’s standards. What 
are some of the things that non- 
developers may not know about why 


a game might be delayed? 
One of the biggest, and probably most 
boring, is the basic need for cash flow. 
The revenue we earn from selling our 
games goes straight back into the 
development of new games. However, 
when the revenue doesn't cover the 
basic costs of development, we have 
to get creative. Sometimes this means 
doing work-for-hire jobs to bring some 
money in to subsidize revenue. But, 
the problem is that we typically can't 
afford to hire new people to do the 
work-for-hire, so it falls on our shoul- 
ders - and therefore delays our work 
on our original games in development. 
Other factors that can delay the 
development of a game are ideas that 
seemed sound on paper and then just 
don't work out the way you imagined. 
When this happens you may need to 
redo that aspect of the game com- 
pletely, which means the initial effort 
is lost time. Inevitably, new ideas and 
features arise during development, 
and when those new ideas potentially 
improve the game greatly you have no 
choice but to include them - and 
extend the development time in order 


to do so. 


Treasurenauts was announced a 
while back, and your fans have been 
eager to play it for years now. What 
are the pros and cons of announcing 
a game long before it's going to be 
released, as opposed to a game like 
Xeodrifter which had a much faster 
turnaround? 

We did not originally plan on 
Treasurenauts taking so long to 
complete, but I think announcing the 
game so far ahead of its release can 
be both good and bad. It certainly 
builds the hype a little, and people still 
seem excited about the game, which is 
awesome. But, | understand that it can 
also cause frustration, which is not so 
awesome. 


How do you think the Internet has 
changed what video game fans 
expect out of game publishers and 
developers? 

Social media platforms such as 
Twitter, Periscope and the like defi- 
nitely offer an opportunity for fans to 
interact directly with developers and 


publishers, which is pretty awesome - 
that's something that used to not be 
possible at all. | was always interested 
in behind-the-scenes development 
stuff when I was a kid reading maga- 
zines, but now that fans can actually 
chat with developers it's quite 
amazing. It also provides a great PR 
platform for developers if they choose 
to indulge in the chaotic fun. 


Mutant Mudds Super Challenge isn't 
a full sequel, but it definitely feels 
like more than just an expansion 
pack. What do you think this new 
game accomplishes that you weren't 
able to achieve with the original 
title? 

Yeah, Mutant Mudds Super Challenge 
has definitely grown beyond its 
original scope, which used to be more 
of an expansion pack much like Lost 
Levels was to Super Mario Bros. - but 
we just wanted to push it further so 
fans of the original could get more of 
a fresh experience out of it than just 
more levels. | feel as though Mutant 
Mudds Super Challenge refines the 
Mudds experience by offering precise 
platforming challenges, little secrets 
like hidden gems, collectible music 
tracks, unlockable playable characters 
and finally, bosses! It feels like a really 
complete package. And, releasing the 
game on Wii U and 3DS at the same 
time with cross-buy just makes the 
whole event something more epic and 
special for Nintendo fans. 


If you could take on any Nintendo 
franchise and had an unlimited 
budget to make whatever you want, 
which franchise would you choose 
and what would you do with it? 

In the past I’ve answered similar ques- 
tions by saying that | would love to 
develop a new game for a side charac- 
ter, such as a Boo or Goomba. But, as 
the likelihood of a new 2D Metroid 
game seems slim, | would love to take 
on that challenge. | know Xeodrifter is 
a pale shadow of Metroid/Super 
Metroid. It was created by just two 
dudes in six short months, after all. 
I'm not under the delusion that we 
equaled or eclipsed any of the Metroid 
games. But, | do feel as though we 
have a good grasp on that genre and 
could achieve something very special 
with a reasonable budget and 
timeline. 


Finally, if you could have any super 
power, what would it be and why? 
The power of flight would be 
awesome. Driving in traffic and 
dealing with airports and airplanes 
can be a real hassle. 
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COMIC BREAK 


the sitcom starring a final boss and’ an 
obnoxious ‘S305 video game mascot 


.. Climbed the Funky Mountains ~. and rode the legendary 
High-Top Tank 


I've battled the Hefarious, using the world's biggest 
Diabolical Robo-Space-Dog... slap bracelet as a ladder... to glorious victory??? 
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REVIEWS 


Fans in North America 
had to endure an extra seven 
weeks... but was Mario & 
Luigi: Paper Jam worth the 
wait? You'll find out when 
you flip the page to read all 
about the all-new crossover 
between Mario's two 
RPG worlds! 
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Who the heck is this guy?! 


en Two Styles Collide 


WHEN YOU THINK of a video game 
crossover, you probably think of some- 
thing like Mario & Sonic at the Olympic 
Games or the Super Smash Bros. 
series. So who would have thought it 
would be a crossover as simple as 
Mario meeting his own Paper self that 
would get everyone hyped? 

Don’t think of Mario & Luigi: Paper 
Jam as a fusion of the distinct RPG 
stylings of the separate Mario & Luigi 
and Paper Mario series though - this 
is very much a Mario & Luigi RPG... 
with a handful of Paper-y hooks. 

While trying to find the source of a 
draft in Peach’s castle, Luigi acciden- 
tally knocks open a magical book, and 
the entire Paper Mario universe comes 
fluttering out. Hundreds of Paper 
Toads, Goombas and Koopa Troopas 
drift down from the sky, along with 
papery doubles of Peach, Bowser, 
Kamek, Bowser Jr. and Mario himself. 

Watching Bowser arguing with 
Bowser or Peach being cutesy with 
Peach is one of the early highlights of 
the game - in fact, everything about 
the supporting characters is excellent. 
They go out of their way to say or do 
silly things, trying to make you laugh, 
but it rarely feels forced. Just when 
you're afraid the script is getting stale, 
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someone will come out with a fourth- 
wall-breaking line that will floor you. 
And this happens over and over again. 

It's like watching a Mario cartoon 
show - and a well-written show at that 
- backed up by the fantastic animation 
of the main characters. Luigi's every 
motion makes him come across as the 
unwilling hero. Mario is more confi- 
dent, but even he gets some visual 
gags in. | love when the brothers 
strike a victory pose, but if you wait 
for a few seconds they wobble as they 
try to hold it. A subtle, yet delightful 
touch. 

When you finally join up with Paper 
Mario, he becomes your silent partner 
- adding little to the comedy of the 
main duo, but providing support with 
his special papery powers. 

If you're at all familiar with the 
battle system of the Mario & Luigi 
games, then you'll grasp this one 
quickly. The Marios and Luigi can 
stomp or hammer enemies individu- 
ally, using good timing to deal a little 
extra damage. They can also team up 
to dish out powerful Bros. Attacks, or 
all three characters can unleash a dev- 
astating Trio Attack. Paper Mario can 
beef himself up by making copies of 
himself, which takes a turn to do. 

Eventually you can use battle cards, 
choosing up to three free moves from 


vs 


your deck, so long as you have enough 
Star Power, which is acquired by 
beating up enemies. It’s useful at 
times, but a bit too random to be 
relied upon in a pinch. 

Enemies will target either Mario, 
Luigi or Paper Mario, tele- 
graphing their attacks 
with subtle and not- 
So-subtle cues. 


For every enemy attack, there will be 
a way to avoid taking damage or 
mount a counter-strike by pressing the 
button mapped to each brother with 
good timing. Learning these patterns 
is the key to success - but you'll take a 
few hits along the way. 

As a result, battles play out more 
like a series of rhythm/action mini- 
games rather than the standard RPG 
fare. In fact, the whole game feels like 

a series of minigames. 

Visit a Lakitu Center to play 
Paper Toad-hunting mini- 
games, which involve 
playing hide-and-seek, 


racing or using recently acquired 
powers to grab them. Captured Toads 
join Toadette’s workforce, helping to 
build Papercraft: giant robots made of 
cardboard. The 3D Papercraft battles 
require you to knock over and stomp 
your opponent’s Papercraft, retreating 
to regenerate your stamina meter by - 
what else - playing a rhythm/action 
minigame! 

Each new area will throw 
some unique puzzles your 
way, often using a new 
paper-infused Bros. 
Power such as drilling 
into the ground or 


gliding. These distractions are enjoy- 
able, if a little simplistic and short- 
lived. 

As you breeze through the game, 
you'll regularly run into boss battles. 
These are where the real difficulty is 
found - and yet they're hard for all the 
wrong reasons. 

In theory, boss battles play the 
same as regular battles: You need to 

learn the patterns to all of 
their attacks. Except every 
boss has at least one move 
that can wipe out your 
entire party in a 
single turn. Nearly 


every boss can recover huge amounts 
of health in one move. Oh, and every 
boss can attack twice per turn! Or four 
times, if they come in pairs! 

So even if you know how to avoid 
damage or counter-attack, a single 
battle routinely drags on for over 30 
minutes. The challenge is to repeat 
the same moves over and over, 
watching with a weary desperation as 
they refill their health again, trying 
not to get so bored you lose focus and 
have to start over. Sometimes it even 
makes sense to sacrifice your heroes 
to reduce the number of variables. 
When killing off your own characters 
is a strategy that works, your game's 
battle system needs more fine-tuning. 

Defeating bosses provides no sense 
of accomplishment either. There are 
no trinkets to collect; no chapters to 
complete. The mission is to rescue 
Peach and Paper Peach. On this 
mission you're diverted by roadblocks. 
Or knocked off course. Or have to just 
watch as Peach is moved around the 
map. The result is you never feel like 
you're making progress - you just 
revisit the same handful of blandly 

designed locations over and over 
again, battling only the most generic 
and overused Mario enemies. 

And then one of the characters will 

say or do something hilarious, and it 
will put a huge smile back on your 


THE SHOW-STEALERS 


Paper Jam shines brightest any time the Koopalings appear! You have 
to battle them in teams for the first time ever, which provides some of 
this game's best moments. For example, musclehead Roy is terrified of 
Wendy's beatings, as seen when you deflect his attacks back toward 
her. Ludwig bosses Larry around so he can use his own battle cards 
during their fight. And Iggy, Lemmy and Morton all work together, bick- 
ering among themselves about who gets to fire the cannons. It's great! 


face all over again. 

The Mario & Luigi games are 
renowned for their exceptional scripts, 
but also for their vast imagination and 
exciting, action-based battles. The 
script and character animation in 
Paper Jam is as good as ever, perhaps 
the very best the series has seen. If 
you want to see the Mario characters 
goofing around and getting into 
cartoony scrapes, then you may be 
able to overlook Paper Jam's short- 
comings. 

But | couldn't shake the feeling that 
this time around, all of the comedy in 
every enjoyable character interaction 
was all just a cover for an astounding 
lack of imagination elsewhere: unin- 
spiring locations and enemies, easy 
minigames, tedious boss battles and 
very little else notably positive. | have 
never been so completely charmed — 
and yet so utterly frustrated - by the 
same game, at the same time. But 
that's Mario & Luigi: Paper Jam for 
you. - MARK 
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Gotta Explore Em All 


POKEMON SUPER 


ASIDE FROM A brief 
experience with the demo, 

| gave the previous Pokémon 
Mystery Dungeon game, Gates to 
Infinity, a pass. While it made a beauti- 
ful visual transition from 2D sprites to 
3D models, it made a lot of gameplay 
sacrifices in the process, turning many 
fans off. You'll be happy to know that 
Spike Chunsoft has made up for their 
previous shortcomings in Pokémon 
Super Mystery Dungeon, their sopho- 
more effort for the 3DS. 

Disappointed by the slim pickings 
of playable Pokémon in Gates to 
Infinity? Super Mystery Dungeon steps 
up the game right at the start: You 
and your partner can be chosen from 
the 18 starters, plus franchise mascot 
Pikachu and Fighting-type Riolu. If you 
don't like what the game's personality 
quiz pins you to, you're able to switch 
to whoever you want. You'll eventually 
be able to recruit every 'mon to your 
team, from Bulbasaur to Hoopa - 720 
Pokémon in total — but you'll probably 
end up only using a handful of care- 
fully chosen allies in battle. 

As in every Pokémon Mystery 
Dungeon title, your chosen Pokémon 
wakes up alone with a convenient case 
of amnesia - only being able to 
remember their name and the fact 
that they were once human. Your 
Pokémon travels to Serene Village and 
is enrolled in school, which is where 
you meet your partner - an immature 
prankster with the grown-up dream of 
joining the Exploration Society in 
faraway Lively Town. Behind the 
scenes of your idyllic life as a 
Pokémon, however, evil forces have 
begun their assault - and the very 
survival of the world is at stake. 

If you've played one of the previous 
Pokémon Mystery Dungeon games, 
you'll be familiar with the controls, 
which involve attacking by holding 
down the L Button and pressing the 
button corresponding with whichever 
attack you want to use (making sure 
first that you've rotated your Pokémon 
in the right direction with Y). But con- 
sidering that we now have a Circle Pad 
and a D-Pad, I'm surprised that we still 
don't have the option to remap the 
controls so that you can use the D-Pad 
for attacks. 

Your battling power will be aug- 
mented by the addition of Looplets 
and Emera, which provide various 
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MYSTERY DUNGEON 


buffs to attack and defense. Seeds, 
Berries and Orbs round out your 
Mystery Dungeon arsenal along with 
the new Wands, which function like 
unidirectional Orbs with the added 
advantage of stacking in your inven- 
tory. Another game mechanic that 
makes its return is hunger - be sure to 
bring plenty of Apples with you, or 
your empty belly will drain your HP. 

The dungeons have gotten a 
healthy boost in their difficulty level, 
similar to that of Explorers of Sky but 
with a new twist: If an enemy 
Pokémon defeats a party member in 
battle, they could potentially evolve! 
You're now able to put together your 
own rescue party if you're defeated in 
a dungeon, or you can generate a 
password or QR Code for others to 
rescue you. That means you either 
need (1) a second screen to 
display the QR Code for your 
3DS to read, or (2) to input an 
80-character password. (Trust 
me, it's easier than what | had 
to do to transfer my data from 
Golden Sun to Golden Sun: The 
Lost Age on the GBA.) I wish there 
were a list of rescues you could 
undertake when connecting to 
Nintendo Network as in Explorers of 
Sky - that was more convenient. 

One of the negative aspects 
here is the pacing of the 
story - the first 10 or so 
hours seem like an ex- 
tended tutorial mixed 
with typical Saturday 
morning cartoon antics, but then 
things get real very quickly when your 
team arrives in Lively Town and wit- 
nesses the threat to the world first- 
hand. It's also heavy on twists: Some 
of them are cliche and predictable, but 
there are a few notable ones that the 
game springs on you without warning. 
Curiously, for a generation that intro- 
duced Mega Evolution, it's not even 
mentioned by any of the main charac- 
ters — and you're only able to Mega 
Evolve during the postgame. 

All in all, | was satisfied by Super 
Mystery Dungeon. It was worth all the 
level grinding, it was challenging and 
it had a great story that packed an 
emotional punch. If, like me, you 
skipped Gates to Infinity, or if you're 
looking to try the series out for the 
first time, go ahead - you won't be dis- 
appointed. - REBECCA 
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Only supernatural beings can sing 
now— 


Magic in the Music 


IMAGEEPOCH HAS CALLED it 
quits. Yes, the Luminous Arc series 
developer has disbanded, but before 
they left they gave us a parting gift — 
the musically flavored strategy RPG 
Stella Glow. It’s a rather nice parting 
gift, too, chock-full of colorful (if a bit 
recycled) characters, interesting sto- 
rylines and beautiful music. 

As a strategy RPG, if you've played 
anything in the Fire Emblem series 
you'll be quite at home here in Stella 
Glow. You'll want to carve out some 
time for this one: It's upwards of 40 
hours in length, not including the 
post-story option to hunt down the 
endings for each character. While this 
may seem like it could get a bit long- 
winded, the storyline keeps things 
interesting and lively between battles. 

The story revolves around Alto, a 
boy with amnesia who's taken in by 
local girl Lisette and her mother in the 
little town of Mithra. Three years later, 
Hilda, the Witch of Destruction, 
appears and turns the sleepy town 
and most of its inhabitants into 
crystal. Alto and Lisette survive and 
discover that Lisette, surprisingly, is 
also a witch! What follows is a knight's 
journey to find additional witches, 
defeat Hilda and her mean, nasty 
entourage and free the townspeople 
from their crystallized imprisonment. 

The whole game is wrapped up in a 
music theme, which is a welcome 
change from the norm. In Stella Glow's 
world, only witches like Lisette and 
Hilda have the ability to sing - unfor- 
tunately, simple singing is not enough 
to overcome the many obstacles you 
find, so Alto must perform a ritual 
called "tuning" in order to unlock the 
hidden musical abilities for each 

witch. This is one of the more inter- 
esting aspects of Stella Glow, as 
tuning a witch involves (quite liter- 
ally) diving into her emotional heart 
and helping her overcome the issue 
that's blocking her from utilizing her 
full potential. Each witch has her own 
baggage - from living up to unreason- 
able expectations to problems of self- 
worth - and each must be tackled 
differently. Successfully tuning a 
witch is a satisfying experi- 
ence, and is necessary to 
T unlock the most powerful 
CN songs that each witch 
has at her disposal. 


ATLUS 
IMAGEEPOCH 


The actual songs themselves, 
including the background music, are 
all varied and pleasant. Hearing a 
J-Pop song during a classic "swords 
and monsters" game is a bit weird, 
though. There's plentiful voice acting 
throughout and it's very well done. 

The battles themselves are pretty 
standard fare as far as SRPGs go, with 
cute chibi-styled characters' attack 
animations featured within. The diffi- 
culty is fair, but don't be too shocked if 
some of the heavy-hitter bosses whip 
out a surprise or two that catch you 
flatfooted. (Dorothy, I'm looking at 
you, Miss "Preemptive Strike.") 
Considering that this is a strategy 
game, going into a battle properly 
equipped and manned will make all 
the difference in the world in how well 
you succeed. 

Between the battles there's just as 
much to do, and a good chunk of it is 
story related. Each of your prospective 
team members has their own story to 
be told and Stella Glow does a good 
job in making these interesting. Some 
of these characters, however, you will 
recognize from other RPGs: the buxom 
ninja, the annoying young girl who 
speaks in the third person and has a 
cute animal friend, the gruff soldier 
who takes things way too seriously, 
etc. The use of tropes is forgivable, 
but it's getting a bit tiring seeing some 
the same character types pop up time 
after time (is there something in the 
water causing amnesia?). 

Alto himself has many different 
activities to entertain himself between 
battles: He can go exploring for rare 
items, complete the aforementioned 
witch tuning, work part-time jobs 
found at the local watering hole for 
money or, most importantly, visit the 
Knight's Barracks and strike up con- 
versations with his fellow knights. By 
"forming bonds" with his friends, addi- 
tional abilities are discovered and 
more of the respective characters' 
backstories are revealed. | was sur- 
prised by some of the twists and turns 
each character presented as the 
bonds grew stronger. 

Stella Glow is a lot of fun, and | 
found myself not wanting to put it 
down once | got started. Imageepoch 
may be disbanded forever now, but at 
least the team went out on a high note 
with this one! - THOR 
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ASK THE 
FORCE 


AFTER 32 YEARS, THE 
STAR WARS FILMS 
FINALLY WENT PAST 
RETURN OF THE JEDI 
WITH THE FORCE 
AWAKENS. WAS IT 
WORTH THE WAIT? 


DAVID 
Was anything worth 
enduring Jar Jar Binks in 


the interim? | don’t think 


so, but it was close. 


REBECCA 
As Yoda would say: 
Worth it, it was! With the 
prequels, we already 
knew what was going to 
happen, just not how it 
happened. Everything 
from now on is 
uncharted territory. 
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CHRIS 

| definitely think so! While | 
felt like Force Awakens was 
dragged down a tiny bit by 
its constant need to shovel 

fanservice at us, the new 

characters really shined, 
and the parallels to A New 
Hope were done incredibly 
well. Heck, Finn is probably 
my new favorite Star Wars 

character. 


JONATHAN 
I'm a big George Lucas fan 
in general, and Yoda and 
Palpatine are two of my 
favorite Lucas creations, so 
Episode VII had a lot going 
against it from the start, 
for me. That said, there's 
no denying that the movie 
is a charmer. Abrams is a 
master of creating charac- 
ters who seem to genuinely 
care about each other, and, 
in turn, inspire us to care 
about them back. 


LINDSEY 
Any amount of time is 
worth it just to get BB-8 
on the silver screen. 
That robot is adorable! 


Star Wars: The Next Generation 


DISNEY INFINITY 3.0: STAR WARS: THE FORCE AWAKENS 


MY LOVE FOR star Wars is quite deep, 
so imagine my surprise when a brand- 
new trilogy of movies was announced! I 
was delighted and anxious about the 
prospect of the new Episode VII at the 
same time. | kept myself in the dark and 
never watched a trailer, so as to be fully 
surprised when the final thing was 
released. Was it ultimately worth the 
wait? | want to believe that it was. While 
the story was slightly predictable, every- 
thing else was beautifully executed. 

However, you're not here to listen to 
me ramble about a movie, but rather a 
video game expansion for Disney Infinity 
3.0. On the same day The Force Awakens 
opened in theaters, Disney saw fit to 
release a quartet of new figurines and 
an Infinity Play Set adapting its story. 
That's not entirely uncommon - it just 
hadn't ever been done with such a high- 
profile picture before. unfortunately, it 
shows, because the story presented in 
the Play Set is disappointing. 

The problems run deeper than the 
Rise Against The Empire set we covered 
in our last issue. While that experience 
presented the greatest bits out of the 
original trilogy, the scenes in The Force 
Awakens feel just sort of there. A lot of 
events from the movie are mentioned, 
but the majority of them never take 
place on-screen - there are characters 
missing from the adventure and key 
moments that are glanced over for no 
reason. In this way, your enjoyment will 
be better if you've seen the movie to 
begin with. 

That being said, the gameplay is once 
again a ton of fun. You'll be traveling to 
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Jakku and Takodana and taking on 
various side missions that keep you 
going for hours. The Play Set focuses 
heavily on combat, with some platform- 
ing for good measure - similar to how 
the Twilight of the Republic set pre- 
sented itself. Within these boundaries, 
the missions that you'll be facing are 
varied, though be aware that you'll be 
battling a lot of enemies throughout! 

| wouldn't consider that a major 
downer, as the playable characters 
prove fun enough to keep you enter- 
tained. Rey uses a lot of close combat, 
which is rather faithful to her represen- 
tation in the movie. Finn, the other star 
of the movie, uses blasters for his 
attacks. Neither character gets to toy 
around with a lightsaber, which is crazy 
if you know the movie inside and out. 
The only new Force Awakens character 
capable of saber-wielding within Disney 
Infinity is Kylo Ren - but you can't use 
him as a hero, and you have to buy him 
separately from the Play Set. 

The atmosphere within The Force 
Awakens set is nothing short of stellar. It 


all looks fantastic in motion, even if 
there are just a few framerate dips. The 
music once again captures the tone of 
the Star Wars universe, keeping every- 
thing fully focused on the Force. 

Not so stellar? More annoyingly long 
loading times, which are still present 
everywhere within Disney Infinity 3.0 — 
the developers have done nothing to 
patch these problems, and they're just 
purely aggravating at this stage. 

In the end, I really wish Disney had 
waited longer before releasing this 
Force Awakens Play Set. The story is 
kept so mysterious that | wonder if the 
devs weren't allowed to know the full 
plot as they were working on it! It's just 
such a shame, because had it been done 
right, it could have been incredible. 

That being said though, I still had a 
ton of fun playing it, and the characters’ 
varied skills make them 
unique. Finn and Rey 
can hold their own 
against any of the 
franchise's greats! 

- DAAN 


Welcome to the Gun Show 


DEVILS THIRD 


DEVIL’S THIRD STARTS off with a 
bang, opening with a mysterious 
bearded man destroying a series of 
satellites, leaving a shimmering 
Aurora Borealis effect to light up the 
sky and causing nearly all advanced 
electronics and computer networks to 
cease functioning. You'd think this 
event would play a huge role in how 
the game plays from there, but like 
many of the loud noises in Devil's 
Third, it's mostly for show. 

Not long after this, the camera cuts 
to a muscular, shirtless man covered 
in Sanskrit tattoos, performing a pas- 
sionate drum solo that would put 
Rush's Neil Peart to shame. This is 
Ivan. He's in the basement of 
Guantanamo Bay prison. He's wearing 
sunglasses. He's about to kill a lot of 
people and be attacked by at least one 
swarm of bats. 

None of this makes much sense by 
modern gaming standards, but back 
when Resident Evil 4 was still new in 
people's minds, it all would have been 
par for the course. Devil's Third was 
meant for that bygone era, but it's 
been sitting on ice ever since 2008, 
when legendary developer Tomonobu 
Itagaki split off from Team Ninja (Dead 
or Alive, Ninja Gaiden) to start work 
on the title independently. If it weren't 
for Nintendo stepping in to publish the 
game, it might still be in limbo today. 
Given how poorly it's been received so 
far, you have to wonder if Itagaki and 
Nintendo would have been better off 
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leaving Devil's Third in the meat locker 
- |, for one, am glad that they didn't. 

The game feels like the gods of pro- 
fessional wrestling and video game 
logic having a secret slumber party, 
swapping '80s action film one-liners 
while chowing down on slightly under- 
cooked pizza until their stomachs 
ache, hoping that they don’t get 
caught by their parents. It’s a glorious 
grindhouse exercise in excess that has 
few equals in today’s AAA market- 
place. If you’re used to the semi- 
realism of shooters like Uncharted or 
Call of Duty: Black Ops, get ready for 
some culture shock. While it’s easy to 
literally knock the heads off of 
common enemies, bigger bosses 
might take 30+ bullets to the face and 
not even flinch. The game's first boss 
is an even more muscular, heavily 
tattooed shirtless man than Ivan, and 
he’ll take an entire clip of machine gun 
fire before he even bothers to try 
shooting back. While the game is 
extremely violent from beginning to 
end, it’s so far from believable that it’s 
hard to take seriously. 

Most of the game’s bosses are 
either variations on the hugely 
muscular, tattooed shirtless man 
motif, or voluptuous, nearly nude 
tattooed women. Thankfully, they all 
have their own unique personalities 
and fighting styles, which more than 
makes up for their relatively similar 
taste in permanent body art and exhi- 
bitionism. There’s also a giant mutant 
zombie boss that flies around ona 
jetpack and vomits poison on you. (In 
short, he does his own thing.) Some of 
these bosses are best tackled with 


PARENTAL ADVISORY 


Nintendo doesn't publish titles rated "M for Mature" very often, but 
with this release, it seems like that rating is earned several times over 
- Devil's Third is packed with over-the-top violence, excessive use of 
vulgar language and what the ESRB notes as "Suggestive Themes." 


hand-to-hand combat (specifically 
jumping attacks, which they really 
hate) while others are best taken 
down with bullets. This is actually one 
of the few areas where Devil's Third 
doesn't seamlessly combine both gun- 
based and melee combat. Most of the 
game is best played with each and 
every tool in your arsenal, be it hand- 
to-hand fighting or sniping from afar. 
The main campaign gets relatively 
difficult at times, and outside of the 
opening level, there are rarely times 
when you're taught the best ways to 
play. There are a lot of tools at your 
disposal here, like wall-running, 
dashing, Vanquish-style power sliding, 
sword throwing and more, and it's 
largely up to you to figure out what 
they're all good for. After you learn 
the basics, it's sink or swim, but with 
plenty of potential depth to dive into 
for those looking to achieve high level 
play. That said, there were times in 
Devil's Third's continent-hopping sto- 
ryline when I felt like things were 
almost too easy. | ran up walls and 
across rooftops, dispatching enemies 
with little resistance, only to suddenly 
be faced with hulking chainsaw- and 
Gatling gun-toting robots that mowed 


ves? 


me down in seconds flat. It's uneven. 
The multiplayer modes here are 
huge and detailed, tying seamlessly 
into the campaign. The end of modern 
computing and electronics has caused 
much of America to return to a state 
of lawlessness, leading survivors to 
form warring clans. This is explained 
in a little text, but is mostly experi- 
enced firsthand through gameplay. 
After engaging in a few training drills, 
you can join a clan of real players to 
plan attacks on rival groups, defend 
your turf or act as a mercenary for 
cash. If that all sounds too serious, 
don't worry - one of the first stat- 
boosting items you can buy gives your 
in-game avatar a realistic cat head. 
Some aspects of Devil's Third are 
top-notch, in both design and polish. 
The Japan stage is a particular stand- 
out, featuring gorgeous visuals and a 
beautiful Min'yo soundtrack. Other 
stages suffer from horrible framerate 
issues and general flavorlessness. 
While the technical and creative 
quality of the game varies greatly 
throughout Ivan’s adventure, the con- 
sistently solid combat mechanics 
combined with intentional (and unin- 
tentional) comedic moments are 
engaging enough to keep this refugee 
from the PS2/Xbox/GameCube era on 


my good side - though I wouldn't trust 


it to do my taxes. - JONATHAN 
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A Whole New World 


XENOBLADE CHRONICLES X 


| HAVE MASTERED the planet Mira. 
It took me a while - two months, all 
told - but | feel | can make the claim 
to have become a true explorer of 
humanity's new homeworld. You have 
to do that, with this game - you have 
to set your own end point, deciding 
when you feel you've achieved a level 
of completion you're proud of. 
Because if you don't, well... you'd 
probably stay lost in this world 
forever. 

"Grand" does not begin to describe 
Xenoblade Chronicles X. "Enormous." 
"Immense." Think about all of the 
descriptors of incomprehensible size 
you can, then add them all together to 
begin to come close to the scale of the 
game world featured in this new RPG. 
It is, by far, the largest explorable 
space ever presented in any Nintendo 
game to this point in history - and it's 


likely that it will retain that distinction 
for a long time to come. 

What makes having such a glori- 
ously gargantuan open world so fun to 
experience is that the storyline works 
to ease you into its exploration step by 
step, giving you more and more of an 
appreciation of the setting over time. 
When the adventure begins, your 
custom-created character is awakened 
from a crashed stasis capsule and led 
on foot through just a few valleys and 
over a couple hills to get your first 
glimpse of New Los Angeles, the final 
centerpiece of human civilization. You 
step inside New LA and the scale of 
the city itself is a little larger, and 
you're given the freedom to explore its 
four different districts. Then the 
outside world is opened up to you in 
full, giving you free rein to discover as 
much as you can, traveling as far as 


Frontier Net System — running d 
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your two feet will take you. 

But then the progression continues! 
After 25 or so hours of adventuring, 
the game's gigantic mech suits, the 
Skells, are made available to you - 
hopping up inside one of them speeds 
up your exploration thanks to their 
handy ability to transform into 
massive motorcycles. And then, at 
last, you come to a point in the story 
when the sky itself is yours for the 
taking - you unlock Flight Modules for 
your Skells and you're able to soar 
anywhere and everywhere you want in 
the world, with no restrictions at all. 

... other than the fact that some 
areas will be guarded by powerful 
foes. But even then, the freedom of 
Xenoblade Chronicles X shined - my 
favorite moments of playing came 
when | found myself getting into 
places where | wasn't really supposed 
to be yet. Sneaking carefully and 
slowly, stalking through the shadows 
past way-more-powerful-than-me 
enemies in order to install FrontierNav 
data and mining probes right under 
their noses. The big image up there at 
the top of these two pages? That's 
Cauldros, meant to be the fifth and 
final region of the world you discover 
- the endgame zone full of lava and 
titanic fire beasts. But you don't have 
to wait until the end of the story to go 
there, if you don't want to. You could 
swim straight there in the first 45 
minutes. It'd take you forever to swim 
that far, of course. But you could do it. 
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The fusion of incredible freedom to 
explore with an incredibly large area 
inviting your exploration forms the 
core of the Xenoblade Chronicles X 
experience, and it’s truly special. 

That's not all there is to the game, 
of course. 

Though it has very few narrative 
connections to the previous game, this 
adventure does serve as a sequel to 
2012's Xenoblade Chronicles on Wii 
(which you may have also played last 
year, through its New 3DS re-release). 
The chief point of connection between 
the titles comes through the combat 
system. Fights take place in real time, 
with you taking direct control of one 
character in your party, while as many 
as three other allies join you in sup- 
porting roles. (That's one more than 
the old game's max party size.) Your 
basic attacks are activated automati- 
caly, meaning your fighter will swing a 
sword or shoot a gun every few 
seconds with no extra input from you. 
You're too busy handling movement 
and Art selection - triggering special 
techniques that do extra damage, 
plague your foes with status problems 
or boost your stats in some way. Arts 
have a cooldown period after their 
use, so combat becomes a dance of 
movement, properly positioning 
yourself relative to the enemies and 
then firing off with the right Arts at 
the right time. 

2012's Xenoblade was like that too, 
but here in X, combat adds a few more 
layers of complexity. You can switch 
between melee and ranged weapons 
at any time. You can target specific 
body parts on your enemies, in order 
to selectively cripple them by, say, 
cutting off their tail or breaking their 
arm. You can activate a new Overdrive 
system, stringing together insanely 


lengthy combos of more and more 
boosted damage attacks - those are 
so complex that | could barely wrap 
my head around them. 

But it doesn’t stop there! There’s 
yet another layer of even further com- 
plexity set on top of all of the on-foot 
combat mechanics when you bring the 
Skells into battle, as they’ve got a 
whole suite of skills and mechanics all 
to themselves, too. They can "Bind" 
giant foes, using skillfully timed 
button presses in order to grab an 
enemy and keep it from moving or 
attacking for 10-second spurts. They 
can be equipped with entire arsenals 
of optional weapons, each one of 
which grants access to a different 
technique, some of which cause such 
massive damage that they can one- 
shot smaller foes without a second 
thought. And my favorite part of 
fighting while riding in a Skell? If an 
enemy is physically small enough, you 
can simply walk right over them and 
stomp them to death. 

There are even more facets of the 
combat system beyond that, too - it is 
the most detailed, most feature-rich 
fighting system I’ve ever seen. 

Luckily, you don’t have to take the 
plunge all the way down the rabbit 
hole if you don’t want to. | spent two 
months playing Xenoblade Chronicles 
X and seeing its story through to 
completion, and | never bothered to 
drill down into the minutiae of 
features like Soul Voices and custom- 
equipping every different weapon on 
my team. Basically, the complexity in 
the combat system is there if you want 
to dive into it, but you could survive 
just fine playing it like the old game. 

One thing | did miss from the older 
Xenoblade Chronicles was its winning 
cast of characters. The allies that you 


meet in this adventure are fine, but 
they somehow seem less diverse than 
Shulk’s team was - even though there 
are far more of them here. There are 
over a dozen different characters who 
can join your squad - including many 
minor players you'll probably miss 
entirely before the credits roll - but 
it's hard to get invested in too many of 
them, because the game's story keeps 
forcing you back to Lin Lee and Elma 
time and time again. They're probably 
the best two characters of the bunch, 
thankfully, but it would have been nice 
to have the freedom to arrange the 
fighting party as you like — especially 
since freedom is so emphasized every- 
where else. 

Also falling a little flat, for me, were 
the characters' interactions with one 
another - specifically the endless 
banter between Lin and Tatsu, the 
Nopon tag-along comic relief charac- 
ter you rescue in one of the game's 
earliest missions. The running joke is 
that Lin thinks Tatsu resembles a 
potato, or some other kind of edible 
food item - and that's brought up 
again, and again, and again through- 
out the adventure. 

We get it! You want to eat Tatsu! 
You don't have to keep cracking the 
same joke in seriously every cutscene 
in which he appears! At a certain point 
| started wishing that they really 
would just eat him, because then he'd 
be gone and they could stop rehashing 
the joke. 

Though I may have objected to the 
cutscenes’ comical content, | have to 
give due recognition to the voice 
actors who brought those scenes to 
life — the performances from everyone 
involved are wonderful. Emotional 
scenes ring with the resonance they 
should, and there are plenty of those 


offsetting the lighthearted Tatsu jokes. 


The last major aspect of Xenoblade 
Chronicles X | want to make sure and 
inform any of you potentially inter- 
ested players about is that playing it is 
a community experience. You can get 
along OK without anyone else’s help, 
playing it just like the offline single- 
player adventure that the previous 
Xenoblade was - but if you do, you'll 
inevitably hit roadblocks along the 
way. You'll come across missions that 
ask you to "Collect 12 Zinctolic Melons 
from Oblivia" or "Find a Blue-Tinged 
Power Module in Noctilum" - true 
needle-in-a-haystack objectives that 
will have you hindered for hours at a 
time without some outside assistance. 
So it's best to play XCX with quick and 
ready access to a helpful walkthrough 
or wiki nearby, so that those frustra- 
tion points don't end up frustrating 
you (like they did for me, since the 
wikis weren't yet updated with any 


English-version info when I hit some of 


those stumbling blocks). 

Interaction with other players in 
the community also gets more direct 
through the game's massively multi- 


player-ish online "Squads" - you can 
see other gamers' avatars in your 
game world and recruit them to join 
your party temporarily. There are 
even squad goals to pursue that 32 
players can work on achieving at the 
same time! 

| could go even further listing even 
more features, as truly, without hyper- 
bole, | still have not seen nearly all 
there is to see in Xenoblade Chronicles 
X even after two months of playing it. 
But | reached a point of completion 
I'm happy with, and I’ve come back to 
firmly recommend that you all take 
the same journey! The characters are 
a bit off and the jokes get old, but the 
world of Mira is a place you absolutely 
must explore. So go. See the world! 
And master it yourself. - LUCAS 
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COUNSELOR'S CORNER 
LIN'S TIPS FOR XENOBLADE CHRONICLES X 


Indigens | 


Indigens are the 

" indigenous creatures 
inhabiting the world of 
Mira. When you encounter 
a new one, approach with 
caution! Their difficulties and behaviors vary 


depending on their types. Some may be docile, but 
others will attack you on sight! 


READ THE MANUAL STOP AND SMELL THE ROSES 


eS 


It sounds absolutely ludicrous to read a video game’s instruction manual in 2016, Xenoblade Chronicles X is about the journey, first and foremost, so don’t rush 

| know - but do it! There's so much good information in there that you basically through the story - you won't live to regret it! Story quests are primarily gated 
can't get anywhere else, to the point that the manual may as well be an official behind sidequests and other requirements (such as experience levels), so taking 
strategy guide. It'll give you a rundown of everything from broad concepts (like care of ancillary objectives will help you get in the right mindset for the main 
how to maximize your mining routes) to tedious little details like which icons campaign. This includes generally roaming around the world, fighting monsters 
mean what on the map, which will help your travels immensely. Do yourself a and setting up mining probes whenever you possibly can. For reference, go for 
favor and hit that Wii U Home Button, tap "Manual" and at least skim through its the Mechanical upgrade first (try to get it to at least Level 3 before touching the 
pages one time to pick up the basics. You won't regret it — trust me. others) to greatly increase your chances of setting up mining access points. 


>~ SN Bz : 7 
While roaming the overworld is a huge part of Xenoblade Chronicles X, regularly Remember this mantra - diversify your loadout. Don't go into a fight with a 
going back home to New Los Angeles is equally as important. There you can min-maxed ability setup, as you'll more than likely fail unless you're overleveled. 
revisit Eleonara (near the main quest-giving area), and upgrade your mining Instead, try to bring in a few defensive powers so that you can lay off the extra 
capabilities after you've reached certain milestones. Constantly keeping your damage and avoid a K.O., which can instantly spell doom for your party. The 
equipment top-notch is another route to success (try to at least return after same thing goes for everyone tagging along, as you'll want to have some form of 
reaching level intervals of five or 10), as is researching new upgrades. Try to also healing or defensive synergy among your group. Try new things - including new 
explore the entirety of New LA at some point early in your playthrough, so you classes to see what works best - and pre-load your TP before going into major 
can familiarize yourself with its topography and complex, layered A.D. levels. boss fights. Also, don't forget to socket your equipment! 


IF ALL ELSE FAILS, FAIL 
This is a bit of an oddball tip, but allowing yourself to die multiple times can 
often be your best ally. After coming across a major boss battle (you'll know 
them when you see them), dying several times will result in the game lowering 
the difficulty level for that particular fight. It's not permanent and there's no real 
penalty for doing it — it's just a way for you to progress with the game if you hit a 
wall. Note, however, that while you can't abandon main story or affinity quests 
at will, you can go back to the overworld and level up. So if you still can't 
succeed even after the game's gift of lowered difficulty? Grind, grind again! 
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DVENTURE 


| ADMIT IT - | love the Peanuts kids. | saw 
The Peanuts Movie (which was pretty good, 
by the way), | can’t miss A Charlie Brown 
Christmas every year (I even have the 
soundtrack on as I'm typing this) and | 
consider Snoopy to be one of my literary 
muses. Snoopy's Grand Adventure was 
released for the Wii U and 3DS in conjunc- 
tion with The Peanuts Movie last November 
and features everyone's favorite beagle 
playing hide-and-seek with Charlie Brown 
and his friends through six imaginary 
worlds. While it does suffer from some 
technical limitations and visual slowdown, 
it's still a fun, laid-back platformer well 
suited for younger players. 

The gameplay is simple: Snoopy is able 
to run, jump and hover, using his ears as 
helicopter rotors. Enemies are momentarily 
stunned by jumping on them, complete 
with "BONK!" sound effect text written in 
the same style as Charles Schultz's classic 
comic lettering. You've also got a very 
generous hit counter: If you lose a heart, 
you're able to regain it if you grab it before 
its beating dies down and it disappears to 
the top of the screen. 

In co-op play, Player 2 takes control of 
Woodstock, who's able to trigger shortcuts, 
confuse enemies and attract jelly beans. 
(For the purpose of this review, | played the 
Wii U version; the 3DS edition omits co-op 
play.) While Woodstock's help isn't neces- 
sary to pass any level, if you've got a Rerun 
or Sally in your life who wants to play along 
with you, hand them a spare Wii Remote 
and have some fun together. | would've 
liked it if Woodstock followed you around in 
single-player mode like how Tails follows 
Sonic in Sonic the Hedgehog 2, since the 
two of them are inseparable! 


CTIVISION 
BEHAVIOUR 


` 


INTERACTIVE 


Level designs are colorful, 
bright and include lots of 
fun platforming mechanics. By 
collecting costume chest keys, you'll be 
able to unlock different costumes for 
Snoopy that allow you to collect all the jelly 
beans and Beagle Scouts required to pass 
each level at 100%. The outfits are all true 
to the original comics and TV specials - 
such as Joe Cool's sweatshirt and shades, 
which freeze any enemy in close proximity, 
and his Sherlock Holmes cosplay, which 
gives him the power to see secret 
chambers. Behaviour Interactive had a lot 
of fun designing enemies and bosses - they 
include subtle nods to the character you'll 
find at the end of the level - and are fairly 
challenging, especially the gigantic, disem- 
bodied lower half of one Lucy Van Pelt. 
Some of the fun, however, came with 
annoyances. There were times when the 
sound effects in a level would cut out com- 
pletely, or when the background music 
would go suddenly silent. The Lunar 
Surface had some of my favorite levels, but 
there were constant skips and pops in the 
background music when there were a lot of 
moving elements on the screen, as if my Wii 
U was struggling to keep up. The Skies over 
Paris levels - which | had been looking 
forward to - had sluggish controls and 
suffered from jittery framerate drops when 
the dogfighting got a little too intense. As 
for said dogfighting, it consisted of Snoopy 
on his doghouse - er, Sopwith Camel - pan- 
tomiming firing a machine gun with a 
"RAT-A-TAT-TAT!" sound effect appearing 
above his head, followed by the blimps on 
the screen just popping. You don’t even 
aim! It could have been so much better. 
While it lacks polish overall, Snoopy's 
Grand Adventure is still a solid stepping 
stone to the classic world of platformers, 
and you could have a lot of fun exploring it 
with your best friend. - REBECCA 


ie Brown 
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The Secrets of the Shack 
PM A MALFORMED half-adult who never lost her love for 
cartoons, so I’ve seen several generations of animated shows 
come and go across the decades - and I can say without hesita- 
tion that Disney's Gravity Falls is one of the smartest animated 
shows to ever hit television, period. It's sharp. It's hilarious. It's 
full of mystery and intrigue, and at times it's just darn sweet. 

Gravity Falls is prime video game fodder. After all, the show 
itself makes jokes about gaming culture (may you someday 
avenge your father's death, Rumble McSkirmish). unfortunately, 
Gravity Falls: Legend of the Gnome Gemulets is just a standard 
Nintendo 3DS platforming game - and a sloppy one to boot. 

Things kick off when our heroes Dipper and Mabel discover a 
new species of forest monster is after the gnomes' "gemulets" — 
protective baubles that keep order over the local fairy folk. After 
receiving some weapons from Jeff the Gnome (that jerk), they're 
tasked with retrieving the gemulets. 

It’s a pretty standard story, and the game doesn't hesitate to 
poke fun at it. In fact, Legend of the Gnome Gemulets' strongest 
point is its script, which has plenty of chuckle-worthy moments 
(even if the lack of voice acting stands out like a Manotaur at a 
Bar Mitzvah). 

Sadly, the core gameplay driving Legend of the Gnome 
Gemulets isn't on par with its writing, or even its well-animated 
graphics and rocking soundtrack. While a platformer should be 
sharp and snappy, the Pines twins' adventure is sluggish. 

When you walk or run, it takes half a second for the kids to get 
going, which seriously murders necessary momentum for a big 
jump. Making a sudden turn is even worse, as you have to endure 
a multi-frame turning animation every time, and the twins have to 
take that infuriating extra second to get up to speed again. 

The game's gluey physics really muck things up when it comes 
time to use the grappling hook, one of Mabel's unique powers. 
You're supposed to use the hook to reach high places and swing 
onto platforms, but there's no sense of weight when you utilize 
the item - and, again, the momentum is all wrong. Five times out 
of ten you'll miss the target you're swinging toward. 

Combat is likewise slow. Enemies take a lot of hits, unless you 
pause for a second and perform a charge attack. As a conse- 
quence, combat doesn't feel very good. It's a shame, as Mabel 
whips enemies with the arms of her magic sweater. What a wasted 
opportunity for a tribute to Simon Belmont's ace whip-cracking! 

Gravity Falls: Legend of the Gnome Gemulets isn't the worst 
game on the 3DS, but given its source 
material, it should have been one of the 
better offerings on the system. The 
most mysterious corner of Earth is no 
place for repetitive level design and 
yawn-inducing combat. - NADIA 
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But Not Better 


MARIO TENNIS: ULTRA SMASH 


Bigger, 


WHEN YOU LOOK back on E3 
2015, there were a few titles that 
Nintendo showed off that didn’t seem 
to come packed with their usual 
"wow" factor. Among that small list of 
games was Mario Tennis: Ultra Smash, 
which was given a lackluster reveal 
and a quiet place on the show floor. 
Initial hands-on impressions of the 
game all seemed to point in the same 
direction: While the title was indeed a 
pretty one, there really didn’t seem to 
be a wealth of content in the game 
itself. It was a barebones presentation 
when it came to gameplay, and that 
had a few worried. The one positive 
note was that this show floor demo 
was just the game’s reveal, meaning it 
was most likely still early in develop- 
ment. Surely Nintendo would cram the 
game full of great new 
goodies before it 
actually released? 
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Sadly, that didn’t end up being the 
case. Mario Tennis: Ultra Smash 
launched in North America as quietly 
as it was announced, which once again 
gave reason for concern. It’s really not 
all that often that Nintendo works on 
titles that get stealth releases down 
the line. When that does happen, you 
usually know something’s up. In this 
instance, it almost seems like Mario 
Tennis: Ultra Smash had its legs cut 
out from underneath it, all thanks to 
the Wii U’s lackluster consumer 
response. The system hasn’t moved 
anywhere near what Nintendo wanted, 
and it’s clear they’re moving on to the 
NX sooner rather than later. That 
means any projects on the way to Wii 
U could suffer from a shortened devel- 
opment period and a lack of focus 
from the teams behind them. We don’t 
know 100% if that’s the case with 

Ultra Smash, but it certainly 
seems like it is. 


The very base mechanic of playing 
tennis does indeed function. Controls 
are responsive, and the back-and- 
forth action is more than serviceable. 
The problem is, that single success 
isn't enough to carry the game's fun 
factor months down the road. You'll 
find yourself quickly tiring from the 
bland offerings the game includes, 
which will most likely have you playing 
just to unlock characters. There are 
also some challenges in there that 
require you to perform tasks to unlock 
goodies, but those tasks are so repeti- 
tive that they quickly become a chore 
rather than a joy. The entire game is 
pervaded by that "blah" feeling that 
sours the entire experience. 

One of the "new" modes is unfortu- 
nately the perfect way to sum up the 
entire experience. One of the 
gameplay options you'll have in Mario 
Tennis: Ultra Smash is to take on 
opponents with Mega Mushrooms 
thrown into the mix. These mush- 
rooms are tossed out onto the court 
randomly, and you can grab them to 
make your character super-sized. This 
makes your shots more powerful and 
harder for the normal-sized opponent 
to follow. Still, after only a few 
minutes with this mode, it's easy 
enough to counter what your super- 
sized opponent is dishing out. The 
Mega Mushrooms actually end up 
becoming more of a nuisance than 


anything else, considering how they 
include an animation every time you 
grab them. It breaks up the basic 
tennis action, and will have you most 
likely avoiding them when they land 
on court, rather than rushing to grab 
them. 

There's just not much else to say 
about Mario Tennis: Ultra Smash. 
Anytime it seems to get a little 
momentum going, the bland nature of 
the challenges causes early boredom. 

Even the online mode suffers from 
the rushed development cycle, as 
there are so few options to choose 
from and so many limitations in place 
that you're literally just hopping 
online for a random match. You can't 
set up things the way you want to, and 
it ends up draining any online fun you 
might have. 

Mario Tennis: Ultra Smash indeed 
has the bones of a great tennis experi- 
ence. The core mechanics are in place 
and they function well, but it's the lack 
of all the trimmings, bonuses and 
inventive modes that make the experi- 
ence feel so shallow. Even hardcore 
tennis fans will most likely find them- 
selves with nothing exciting to experi- 
ence after having the game for a 
week. Hopefully the next Mario Tennis 
- if there is one - will be given more 
time and effort. - KEVIN C. 
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Adventure Time: Secret of Breaker 8.5 Chris #16 
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SECOND OPINION 
ANIMAL CROSSING: 
AMIIBO FESTIVAL 


THERE'S NO DENYING that Animal Crossing: amiibo Festival is thin on content - it's like Mario 
Party without the minigames! There are minigames, sure, but they're presented separately from the 
main board game mode itself, meaning that when you're playing that main board game mode, almost 
all your time is spent just rolling the virtual dice and watching your character walk around. Kevin was 
as respectful as he could be in his assessment, but the low score he assigned is perfectly valid. And 
yet! I've personally had a wonderful experience with the game, chiefly thanks to my Player 2: my 
four-year-old son Carter. For him, amiibo Festival is an endless font of hilarity, as I'll narrate the 
action and read any on-screen text in as ridiculous a manner as | can manage, and he just gets to 
giggling and doesn't stop. (The occasional appearances of Dr. Shrunk are the absolute highlight of his 
video gaming life right now. Dr. Shruuuuunk!!!) And actually, having played so many rounds of the 
game now, | can see that there's more depth to discover for players with plenty of patience. If you've 
got young kids, take a second look! This Festival can be as fun as you make it. - LUCAS 


Captain Toad: Treasure 
Tracker 

Disney Infinity 2.0: Marvel 
Super Heroes 

Disney Infinity 3.0: Inside 
Out 

Disney Infinity 3.0: Rise 
Against the Empire 

Disney Infinity 3.0: Toy Box 
Speedway 

Disney Infinity 3.0: Toy Box 
Takeover 

Disney Infinity 3.0: Twilight 
of the Republic 

Donkey Kong Country: 
Tropical Freeze 

Hyrule Warriors 

Kirby and the Rainbow 
Curse 

Legend of Kay Anniversary 

LEGO Batman 3: Beyond 
Gotham 

LEGO Dimensions 

LEGO Jurassic World 

LEGO The Hobbit 

Mario Kart 8 

Mario Party 10 

Pac-Man and the Ghostly 
Adventures 2 

Rodea the Sky Soldier 

Skylanders SuperChargers 

Skylanders: Trap Team 

Sonic Boom: Rise of Lyric 

Splatoon 

Super Mario Maker 

Super Smash Bros. for Wii U 

The Amazing Spider-Man 2 

The LEGO Movie Videogame 

Transformers: Rise of the 
Dark Spark 

Watch Dogs 

Wii Fit U 

Wii Sports Club 

Yoshi's Woolly World 


8.0 
75 
9.5 


Lucas 
Brett 
Daan 
Daan 
Daan 
Daan 
Daan 


Lucas 
Daan 


Neal 
Chris 


Chris 
David 
Nadia 
Evan 
Tony 
Lucas 


David 
Tony 
David 
Kevin C. 
Tony 
Lucas 
Lucas 
Lucas 
Chris 
Brett 


David 
David 
Matthew 
Kevin K. 
Mark 


#13 


#12 


#17 


#18 


#18 


#18 


#17 


#8 
#11 


#14 
#17 


#13 
#18 
#16 
#9 
#9 
#14 


#12 
#18 
#18 
#12 
#12 
#15 
#17 


x | 
e t Ww 


COUR 


COMMUNITY 


MEET THE BULBAGARDENERS 


A roundtable chat with the team behind Bulbagarden, Bulbapedia . . . Bulbaeverything! 


IF YOU'RE EVER surfing around on the Internet 
when a pressing Pokémon-related question grips 
your mind, chances are your Google search seeking 
an answer is going to turn up a leading result from 
Bulbapedia. The massive wiki is one of the largest, 
most comprehensive gaming-related reference 
sources in existence, and it's only one piece of a 
larger network of related sites run for, and by, dedi- 
cated Pokémon fans. As Pikachu's series is nearing 
its 20th anniversary as this issue goes out the door, 
we wanted to sit down with the team that helps 
make the Pokémon fandom possible. 


NF: First up, can you each introduce yourselves? 
ARCHAIC: I’m Liam, better known as Archaic. I'm 
the Webmaster of Bulbagarden. Basically, I’m the 
head of Bulbagarden. | work on the overall strate- 
gic direction for the site. 

EVIL FIGMENT: I’m Guillaume, a.k.a. Evil Figment, 
and a Vice-Webmaster. I’ve had lots of roles, but 
mostly | tell Archaic "no" when he comes up with 
an impractical idea or gets carried away. 
ARCHAIC: He gets to do this frequently. 

E.F.: To your credit, you do listen... well, more 
often than not, anyway. 

KOGORO: I'm Kogoro. I'm one of Bulbagarden’s 
Vice-Webmasters, and the current Editor-in-Chief of 
Bulbapedia. So, that means that I run the general 
operations of Bulbapedia, and do my best to keep 
ol' Evil Figment from turning into an angry little 
slice of pie. 

E.F.: Also, between the two of us, we make up 
Bulbagarden's Canadian Mafia. 


Can you give us a breakdown of the site and its 
many components? There's Bulbapedia, 
Bulbagarden, Bulbanews . . . which came first and 
how did things develop from there? 

KOGORO: Bulbagarden and the forums came 
first, then Bulbapedia, then Bulbanews. After that 
came the Archives (the image and text repository), 
followed by our social media channels such as the 
@BulbaNewsNOW Twitter account that we use for 
breaking news and rumors. 

ARCHAIC: We started as a relaunch of the original 
Bulbagarden created by Chris Kaleiki in the late 
'90s. After it went down in 2001, we got Chris' per- 
mission to restart the site. There was no backup, so 
all we had for a long time was the forum. That 
didn't change until 2005, with the launch of 
Bulbapedia. 

E.F.: Those early years were rough - I burnt myself 
out trying to keep things together. It didn't help 
that those were bad years for the fandom as a 
whole. Many older fans had left with Ruby and 
Sapphire. 
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KOGORO: FireRed and LeafGreen helped matters, 
a little. Nostalgia-draw. But a lot of the old fans 
that left during Gen III were also ones that hit that 
age where "Pokémon is lame" (before becoming 
young adults who aren't ashamed to enjoy their 
childhood loves). 

ARCHAIC: But they came back. Everyone comes 
back. You can't escape... 


The scope of Pokémon as a series is massive now, 
and Bulbapedia has grown to encompass tens of 
thousands of articles to cover the games, the 
cards, the movies . .. how do you handle it all? 
KOGORO: Very carefully, haha. We have a very 
significant number of highly dedicated users trying 
to build the best Pokémon resource on the 
Internet. It's really their efforts that keep things 
going and growing. Some of them have joined our 
staff, and others haven't, but it's really just an 
amazing community effort between them all. That's 
what produces greatness. 

ARCHAIC: We really couldn't do it without the 
help of our users, that's for certain. 

KOGORO: The community itself is very much the 
driving force behind Bulbapedia's continued 
growth. 

E.F.: Community I think is right. We tried hard to 
avoid being anyone's personal site. Gathering the 
best and brightest and having everyone do what 
suits them best was our vision from the start. 
KOGORO: Definitely makes it easier to work on 
things, when you're working on things you love. 
E.F.: And when you can leave the things you don't 
love to someone who does. 

ARCHAIC: It was a very intentional part of how 
we established and grew the site. Many Pokémon 
sites back in the day had fallen by the wayside 
because key staff members had left or had dropped 
out of the fandom. We wanted to create something 
that would be self-sustaining - something that'd 
continue on even if we were no longer a part of it. 
E.F.: | might not have joined if you hadn't described 
part of my job as making sure the project didn't 
become about you. 


Are there unique challenges in running a wiki- 
type site that allows users to make edits to 
pages? Or unique benefits? 

KOGORO: With a wiki-type site, there's always the 
chance of false information and vandalism 
managing to worm its way onto a page, but that 
rarely lasts too long. We have the number of com- 
munity members dedicated to making sure our 
information is factual to thank for that - bundled 
with an equally dedicated group of staff to show 
troublemakers the door. 


ARCHAIC: Not to mention a community of people 
who don't edit the wiki, but also don't hesitate to 
yell at us to fix things. As for benefits, the fact that 
anyone can edit certainly reduces bottlenecks when 
it comes to updating information. 

KOGORO: Absolutely. A site that is only updated 
by staff/associates has the issue of running into big 
problems if they lack someone who likes any 
specific segment of the franchise. Using the wiki 
format and allowing the community to add infor- 
mation allows for the community to fill in any of 
those gaps. 

E.F.: On the other hand, having a well-organized 
staff and hierarchy (that is not elected) helps in 
resisting the clique-ish nature a lot of wiki-type 
sites tend to acquire. Checks and balance are a 
good thing to have. 


We're just entering 2016, the year that marks the 
20th anniversary of the Pokémon franchise. What 
are your thoughts on the milestone? 

ARCHAIC: It makes me feel old. | was in early high 
school when I got my first taste of the Pokémon 
franchise via the anime back in 1998 or so. I've 
been a Pokémon fan for over half my life now. And 
what a ride it's been! People used to think 
Pokémon was just a fad - it's certainly proved them 
wrong. It's been around long enough for those of us 
who grew up with it to introduce it to our children. 
With longevity like this, I'm looking forward to 
being able to play Pokémon with my grandkids one 
day! 

E.F.: Yeah, the next generation is here - the 
children and nephews and nieces of the original 
fans. My niece asked me for "something with 
Pikachu" this Christmas, and she's in love with the 
plushie I gave her. 

KOGORO: It's awesome, but I have to agree that it 
makes me feel kinda old. Pokémon has made leaps 
and bounds from the two buggy Game Boy games 
of 1996, to a massive franchise (anime, manga, 
trading card game, spin-offs . . .). It’s amazing, and 
even moreso to have been on this long ride since 
Day 1 in North America. My nephew and two nieces 
all have some love for Pokémon - so it's a blast 
that there's something I can enjoy with them, 
beyond just being the awesome aunt. 

E.F.: And of course, the first trailer for Pokémon GO 


INTERVIEW BY LUCAS M. THOMAS 


is clearly aiming at that - something for the first- 
generation fans to play with their next-generation 
children and relatives. 


Evolution is a big part of the Pokémon series, but 
how do you think the series itself has evolved 
over the past 20 years? What do you feel have 
been its biggest steps forward over the decades? 
E.F.: Such an open-ended question! Gameplay evo- 
lution, graphic evolution, plot evolution? 
KOGORO: Every generation has had major steps 
forward. Type balance in Gen II, data improvements 
and battle facilities in Gen III, the Physical/Special 
split in Gen IV that made a lot of Pokémon usable, 
storytelling in Gen V, and a host of changes (Mega 
Evolutions, soaring, Super Training) in Gen VI... 
ARCHAIC: If | had to pick... maybe not a 
gameplay mechanic. Having (near) simultaneous 
worldwide releases rather than huge lags between 
Japan and the rest of us is huge. For changes in the 
game, I'd have to say GTS and online trading. That 
was a game changer! 

KOGORO: Spin-offs have probably seen the most 
evolution - from battle simulators and minigames 
to huge experiences like Mystery Dungeon. 

E.F.: And there's Pokémon GO! We don't know much 
about it yet, but if it lives up to even half its poten- 
tial... those changes are evolutions. GO could be a 
revolution. 


Are there any ways the series hasn't evolved yet 
that you're hoping to see? What next steps do you 
think the franchise should take? 

ARCHAIC: It might be time for a mainline game 
on a home console. It made sense to limit things to 
handhelds when trading needed two people in the 
same room. With the GTS now? That reason is gone. 
E.F.: They're already taking the next step they need 
to take - it's GO. It could be a stinker, it could be 
awesome, or in-between, but it's the first 
thing in 20 years that could match the 
Red/Blue craze. 


KOGORO: The NX could be interesting, especially 
the speculated home-plus-handheld option. We 
could have a mainline game that can be played on 
the big screen, and also have StreetPass and local 
trading on the go. 

ARCHAIC: Speaking of which, I'd really love to see 
more done with StreetPass. How about StreetPass 
Wonder Trading? I'd love to go around conventions 
Wonder Trading Bulbasaurs to people walking by. 
E.F.: And then he'll make us breed Bulbasaurs for 
cons. Please don't add that feature, devs. 
KOGORO: We'll just make him breed all the 
Bulbasaurs - we just trade them. 

E.F.: And spend whole evenings trying to figure out 
how to trade his Bulbasaurs to our games? 
ARCHAIC: Now there's a point - how about letting 
us gift Pokémon to other people without a trade? 
KOGORO: That would be rather cool. Especially if 
it could be used under all communication formats. 


Bulbagarden has been around for nearly as long 
as the Pokémon series itself, so the same ques- 
tions could apply - what have been the site's 
biggest steps forward, and are there any plans 
for future evolution? 

E.F.: Biggest step forward? Pedia, Pedia, Pedia. 
KOGORO: Yeah. We took the typical Pokémon 
fansite formula of the time, flipped it on its head, 
and made our site much more community-oriented. 
As for future evolution plans . . . we can't give away 
all our secrets, but we're always looking for ways to 
improve the user experience, and to offer more 
reasons for Pokémon fans to choose us. There are a 
lot of things that we hope to be able to reveal, 
eventually! 


ARCHAIC: We'll have a bit more to say on that 
front once we know exactly what Pokémon GO will 
let players do. We've got some ideas, but they 
depend on what the game itself ends up being like. 
E.F.: Yeah, a lot of our plans right now are all about 
figuring out how to handle GO. 


Place your bets - what will the next Pokémon 
main series game be? Do you think we're getting 
a Pokémon Z Version? Or will Generation VII be 
the next stop? Something else entirely? And 
which platform will it land on? 

KOGORO: Tough bet. New Zygarde forms suggest 
another Generation VI game before the end. 
Volcanion's reveal suggests the generation may be 
working its way to a close soon-ish. All that said, I'd 
expect a Generation VI 3DS entry first. HeartGold 
and SoulsSilver released after the reveal of Arceus. 
E.F.: No idea. I hope it's Gen VII rather than Kalos 
again. A new Kanto game (not a remake, but an 
actual new game) would be awesome. | want to see 
Saffron City and the like in full 3DS glory. 
KOGORO: A new story set in both Kanto and 
Johto would be fun. Start in Kanto this time around. 
Post-HGSS, maybe even at the same time as 
Generation V . . . but, it's probably a pipe dream. 
E.F.: Johto would be cool. I'd love to see the towers 
in a 3D game. 

ARCHAIC: Which platform is interesting. Black 2 
and White 2 on the DS surprised a lot of fans. It 
made programming sense, but it seemed odd that 
they didn't push the new console. With the XY&Z 
anime season, we'll likely get a Z version at some 
point. I'd like to see it as an NX launch title. 
KOGORO: For NX, I'd kinda like to see a return to 
Orre. Maybe even a Colosseum/XD HD Collection. 


Finally, let's hear the thoughts of the experts — 
which is truly the worst Pokémon of all time? 
(And your pick for the best, too. Can't send 
everyone out on Dunsparce, of course.) 

E.F.: Too many years, far too many caves. It has to 
be Zubat. 

ARCHAIC: After ORAS, I'd have to say the worst 
Pokémon is Tentacool. (Too much water!) 
KOGORO: Seriously, maybe it won't be a popular 
answer, but Unown. Sort of interesting, but it gets 
old fast. For best, it's a tie between two. My 
favorite Pokémon, Espeon, has been on a lot of my 
in-game parties. For battles, | really enjoy the 
powerful, speedy Gen I ghost - Gengar. 

E.F.: For best, I’m a Houndoom loyalist to the end, 
but Espeon and Charizard are a very close second. 
ARCHAIC: As for best Pokémon. . . it's Bulbasaur, 
of course. 

E.F.: Me favoring Fire and Psychic, and you Grass 
and Poison. That's the site's dynamics, right there. 
KOGORO: Psychic, Ghost and Poison... sheesh, | 
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CHARITY / SPEEDRUNNING 


AWESOME GAMES DONE 


Our report from the scene of the gaming fandom’s fastest charity event! 


WANT TO HIT the ground running in 2016? GDQ 
has got you covered! Awesome Games Done Quick 
2016 kicked the year off right by livestreaming 
some amazingly fast playthroughs for a week, all to 
benefit the Prevent Cancer Foundation. Nintendo 
consoles and games are always a hit for speedrun- 
ners, and this year was no different. 

Starting the marathon off was Tones Balones’ 
run of Nintendo's newest splash, Splatoon. Racing 
through the story mode, he made great use of the 
Inkling's ability to speedily swim through the ink 
and acrobatically leapt over many of the stages' 
platforms. The enthusiasm was through the roof 
during the final battle against DJ Octavio, so much 
so that the commentators broke into an impromptu 
dance party when the Squid Sisters' song kicked in! 
Splatoon was completed in 00:52:58. 

The fun had only begun, as a pair of runners 
proved. Sweetnumb and Oatsngoats demonstrated 
the ultimate multiplayer experience by completing 
Super Metroid . . . while sharing one controller! 
With Oatsngoats controlling general movement and 
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Sweetnumb managing jumping and firing, the two 
had to use communication and teamwork in order 
to navigate Zebes and defeat Mother Brain. Not 
only did they win, but they used some impressive 
tricks to beat the game in 00:52:01! 

Another huge hit was the Super Mario Maker 
blind race. Stages were created by PangaeaPanga, 
EvilWays and Dan Sevalto, three SMM designers 
known for their especially cruel levels. Two teams 
of prominent Mario runners - humorously dubbed 
"Stacked Like Bowsers" and "Ain't Easy Bein' 
Cheesy" - were assembled to race in these stages 
without prior practice. Wall jumps covered in 
spikes, hordes of enemies and even a flock of 
helpless Yoshis in need of rescue .. . it was a har- 
rowing road indeed. There were losses on both 
sides, but Stacked Like Bowsers pulled ahead to a 
handy lead and ultimately won the competition 
with a 00:38:58 completion time. And hey, they 
even saved the cute little Yoshis in the process! 

However, the Punch-Out!! community gave us a 
truly blind race, as blindfolded Punch-Out!! has 


prevent M 
B cce M 


E 


BENEFITING THE? 
PREVENT CANCER | 


— 


UNDRTION 


æ mets [S SOR 
`; ` >: ,'GRMESDONEQUICK.COM j 


Quick 2016 


been in several GDQs. First attempted as a joke 
years ago, there are now strategies for playing 
completely blind. These techniques are reliable 
enough that Sinister1 and Zallard1, two prominent 
Punch-Out!! players, agreed to a blindfolded race of 
the NES classic. The crowd was on the edge of their 
seats as the competitors reached Mike Tyson, as 
entering a third round against Tyson makes the 
fight too unpredictable to easily manage even with 
sight. Zallard defeated the champ first, but Sinister 
still managed an impressive finish by knocking out 
Tyson with a well-timed star punch. Zallard beat 
the game in 00:25:27 and Sinister won in 00:26:43. 

RPG runners are known for stepping up to any 
challenge, no matter how long the road ahead may 
seem. Yagamoth lived up to that reputation by 
running The Secret of Mana. His run had a twist; 
instead of playing this multiplayer classic with 
another runner, he used both controllers himself! 
Holding one controller normally and keeping the 
second controller upside-down under his hands, he 
commanded all the characters simultaneously and 
defeated the Mana Beast in 1:55:15. 

You might think that kind of skill is inhuman, but 
DwangoAC and company showed the crowd what 
inhuman ability really is. As members of the "tool- 
assisted speedrun" community, they use slowed- 
down emulators to record controller inputs. These 
TASes display a level of precision and perfection 
beyond human capability, and it’s quite a show. The 
programs with these inputs are housed inside a 
R.O.B. dubbed "TASbot," their unofficial mascot. 
TASbot entertained the crowd by playing Brain Age, 
manipulating the game's stroke recognition to 
answer every question with silly sketches, ranging 
from memes to the PCF logo to even famous game 
characters. As far as Brain Age was concerned, the 
robot gave the right answer every time! 

In total, AGDQ 2016 raised $1,262,775.68. Let's 
hope July's SGDQ event is even bigger! - LINDSEY 
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Mario Gets MEGAFIED! 


Our own Tony Ponce has remade the entire original Mega Man. 


WE FIRST SHARED Super Mario Maker levels 
created by members of our NF staff two issues ago, 
and if you flip back to take a look, you'll see Tony 
Ponce wasn’t one of the featured designers. It’s 
because his masterpiece wasn’t ready yet! Rather 
than make a single level to showcase, he instead 
took on the massive undertaking of remaking the 
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CLOSE CUT! 


Cut Man’s been ousted by a trio of giant Piranha 
Plants - use Koopa Shells to cut them down to size! 
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entire first Mega Man game in the style of Super 
Mario Bros. 3. Detail and creativity abound in each 
of these stages, as complex, wholly unique "boss" 
encounters take the place of the Robot Master 
battles of the source material. And these levels are 
seriously tough! Get yourself psyched up for a true 
challenge, then jump right in! - LUCAS 
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BOMB BALLET! 


Bomb Man's been bounced by a Bob-omb-spewing 
tower! Turn the tables with your own bomb attack. 
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FORTRESS FI NALE! 1 


Assaulting Dr. Wily's final fortress is a story that 
takes four different stages to tell! 
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FORTRESS FINALE! 2 


Are you prepared to begin the Boss Rush? Cut 
Man's replacement joins forces with Elec Man's! 
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GOT GUTS? 


A gang of Sledge Bros. throw their weight around, 
until you use POW Blocks to knock them all out! 
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ICE INVASION! 


Near-maddening platforming precision is required 
to make your way through this winter wonderland. 
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ELECTRIC ENCOUNTER! 


A challenge of true verticality, capped off by a 
testing of your springboard-stacking skills. 
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FRANTIC FIRE! 


Patience will be the virtue that keeps you from 
getting burned in Fire Man’s new furnace trap. 
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FORTRESS FINALE! 3 


The MEGAfied project dives into both auto-scrolling 
and swimming to remake the battle with CWU-OIP. 
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FORTRESS FINALE! © 


Finally, it’s one last Boss Rush leading up to the 
grand finale: taking on Bowser’s own Wily Machine! 
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THE ISSUE OF IMPATIENCE 


Sometimes | need to remember to breathe. To relax. To just take a moment and let myself rest from all 
of the rush of the day-to-day. 


It’s hard not to get swept up into the frantic pace of being an adult. It’s like the world around us is 
always on fire — everyone's running to get things done as fast as possible, all the time. And it’s nearly a 
necessity to keep such a constant speed with everything, as if you ever allow yourself a moment to step 
aside, the race keeps on being run without you. It's kind of maddening. 


What's most concerning for me is that I’ve noticed the rapidity of everything around me has started to 
affect my leisure time, and specifically my experience with playing video games. It's become harder and 
harder for me to slow down - to fully get into a game and really involve myself in its world. It just seems 
easier and makes more sense to my mind to treat game-playing like just another task - a checklist of 
goals to accomplish. 


New game comes out? Fire it up, play it, set it aside just as the next new game comes out. Then fire it 
up, play it... and so on and so forth. 


It's especially difficult for game journalists, | think, as there's the added pressure of getting game 
reviews done and published by a specific time, which encourages many of us to zip through titles faster 
than we otherwise would and results in a whole lot of critical assessments having to be far too rushed. 
What's worse, reviewers get themselves so used to this go-go-go pace that if there's any element in any 
new game that asks for a bit of player patience, it's immediately crucified. 


Code Name: S.T.E.A.M. is a phenomenal game, but it was raked over the coals last year and got a repu- 
tation for being a bad design chiefly because of one thing: its enemy turns took too long. The developers 
released a patch to add a fast-forward function and address the complaint, but fans had already moved 
on. Of course they had! Everyone has to keep running to the next new thing! But that one little instance 
of impatience has cost us what could have been a great new IP. 


Super Mario Maker? It's a critical darling now and being given awards and accolades left and right, but 
the only thing many critics were talking about before its launch was the fact that you had to wait a few 
days for all of the different course-building items to become unlocked. The game was seriously stifled by 
these scathing previews, all centered on a total non-issue. Nobody makes any mention any more about 
how long it takes to unlock elements in Super Mario Maker. 


Even Splatoon! Even the game we've named as our 2015 Game of the Year! It got verbally slammed for 
its low number of playable maps and lone multiplayer mode at launch, even as more were promised to 
be rolling out over the months ahead. But that wasn't good enough for the impatient masses! So the best 
game of the year had its early momentum arrested by people who just can't wait to consume, consume, 
consume every bit of their entertainment, all at once. 


We are the Netflix binge-watching generation. 


I say all of this not to point the finger at anyone else, though - but at 
myself. | know I’ve struggled with impatience, and that | need to 
learn again how to breathe. How to relax. How to give the 
entertainment we enjoy the time it takes to be enjoyed. 
How to remember that good things are worth the wait. 


YOUR FINAL REMINDER! 


One last call to action for you, here on the very last possible page! 
Because, you know, some of you probably flipped past the inside cover 
and didn’t check out Pages 2 and 3 yet - but you should, because that's 
where you'll find the information you need to renew your NF Magazine 
subscription! 


If you don't renew? Well, then this will be the last-ever page of great 
Nintendo Force fun that you'll ever get to read! And you wouldn't want 
that, now would you? Stick with us, Force fans, and we'll keep doing our 
very best to bring you spectacular new magazines and awesome new 
posters throughout the rest of 2016 and beyond. This year is going to be 
a wild one - you don't want to be without NF when Nintendo debuts NX! 
So go on, flip back to the inside front cover and get yourself up to speed! 
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